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THE MAG THAT LEAPS 
AND BOUNDS AHEAD! 

ENDURO 
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Staggered by 

THE SENTINEL f^ 

An Insect Invasion 

AM AU ROTE Mastertronic 

THE TERMINAL MAN 
RETURNS! 



A brand new 12-part story 
starts this month! 
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6 MASSIVE HITS IN ONE 6-PACK 
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10 SPECIAL CRASH READERS 1 OFFER 

Four great Gremlir. Graphics ■games m a noi-to- be- missed offeri 
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4S TAMARA KNIGHT 

Mel Crunchy Fast- Food Salesperson in Punningty Penurious Shock 
Horror Continuation 

09 PLAYING TIPS SUPPLEMENT 

Uoyd Mangram brings you 32 pages of tips, cheats, POKEs , solutions 
and mops - all EXTRA m this issue ot CRASH 



123CRASHTIONNAIRE 

Vesfolks. it's the annua] question -time beano. You leif us what you think! 
That «'» a prijj* draw too' 



135THE TERMINAL MAN RETURNS 

A six ■ page feature update of the firs! twelve opcodes, just to get you in 

the mood 
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C&vGr by Oliver Fr0y 



EDITORIAL 

Roger Keen introduces some more now faces on the CRASH (earn. 

NEWS 

FEAR AND LOATHING 

Mora leggy blonds and Gin Mart mis from ttje intrepid liQQer 

LOONAR JETMAN 

Lunar -cy leads (o lingering liquidation almost 

LLOYD MANGRAM'S FORUM 

Someone's angry about AfktanMd, plus other hair-raismg complaints 
from readers in the tatters pages, 

BREWSTER'S ADVENTURE TRAIL 

After leaving Grange Hill, Derek graduates lo PAW nig and weird oriental 
arts. Plus SiGNPOST, STUMPS and HEROES- 

PBM MAILBOX 

The Latest news from Brandon Kavanagh. plus your tellers, 

PHILIPPA IRVING'S FRONTLINE 

Toon* and BatttehekJ Germany reviewed by the Scourge of Japanese 
Tourists. Letters end tips too from the bayonet-heeled one. 

104 CRASH COURSE 

Rosetla McLeod pulls some more educational software down dom the 

school library shelves. 

100 COM PETITION WINNERS 

109TECH NICHE 

Jon Sates continues Midi and Franco Frey does some advanced 
artwork. 
129 PREVIEWS 

Merely Manors i up the Preview section with special 

looks at Mash. Hy&ofoo' and the bouncy Thing on a Spring. 

132 CRASH READERS' CHARTS 

143THE TERMINAL MAN 

Ofcvrar Frays comic stop hero. Cross, comes back to life lor the start pi 
a new 1 2-part adventure in the alien Dyson Sphere. 
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99 



DO IT YOURSELF 




39 



94 



CREATE A NEW GREMLIN HERO 

And win yourself a Spectrum *■ 3 ! Games and T- shins 10 go too? 

FERGUSON'S CRASH TRIVIA 

Second of our chances to win a Ferguson MC05 Monitor. Interface and 

a Spectrum 4 2. 

100 WIN A HOME AQUARIUM) 

FTL have a fishy prize lo celebrate their next Sweevo release 

142WIN CRASH SECOND-HAND! 

Well, almost! A rare opportunity to catch up and get your hands on the 
fabled Issue One of CRASH, courtesy of a kind reader and his collection 



The next issue of CRASH is on 
sale from 28 May. in the Year of 
Our Lord Nineteen Hundred and 
Eighty Se¥en or MCMLXXXVII 
for Latin scholars - and it's the 
lions for anyone who forgets to 
buy it . . . 
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Som, England, 
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MAIL ORDER 



All Durell games arc alio available by mail order, with no charge for postage or packing just include a postal 
order or cheque made payable to "Durcll Software Ltd", along with your name and address, your computer, 
and the title of the game you wish to purchase Your game will be sent by rcturn-of-post Note: Amstrad 
disks arc only £9 9S by mail order! 
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MORE NEW 



Having announced that I was 
returning to the editor's chair m 
last month's issue, and that 
Richard Eddy had moved over to 
CRASH from AMTIX* to help with 
reviews, there am stilt further new 
feces to introduce this month, 

Who are the two dashing, 
debonaire blades in the picture, 
you may weft ask? Along with 
Lloyd Mangram. they have thedis- 
frnction of being a touch more 
mature than most on the CRASH 



reviewing team tan Phittipaon 
lives m Ledbury a town in 
Herefordshire almost as beautiful 
as sleepy Ludlow (he disagrees, 
considering rf to be the other way 
round}, ian's fairly new to com- 
puter gaming, and was press- 
ganged from his happy iife as a 
freelance foumaHst because it was 
assumed that if he had survived life 
this long by setting words, he must 
be able to writs, He's a rural mart 
but fair, end decided to give joys- 
tick bashing a go - it makes a 
change (of sorts) ff om wielding bat 
and ball tot Herefordshire County 
Cricket team. 

Sen's main function on CRASH 
Is to write the 'introductory' parts 
of game reviews - you know, the 
bets thai stad with a large capital 
latter to tell you where to start 
reading. 

The other one in the picture, 
looking a bit like he could be vio- 
lent any second (probably 
because he forgot to take his slip- 
pers off before coming in to work), 
is the CRASH Sub- Editor, Ciaran 
Bcennan. As you can tell, he's 
Irish, and hails from fair Dublin. A 
Sub's job is to make sure every- 
thing is proof-read and appears in 
correct English (don't ask what an 
Irishman knows about English, as 
Ciaran is likely to reply with the feci 
that the Irish are the most literate 
and educated populace in the 
EEC), 



►■ CRASH newcomer* Ian Ptirlllpson (felt) am* Ciaran Brawn, 




Ciaran rewrites anything thai 
needs «1 and is otherwise gainfully 
employed bashing reviewers 
around the head to make sure they 
acluatty do the writing in Ihe first 
place, so he's got something to 
correct. Ciaran 's hobbies induoe 



CaJBth Adam, 
tor Ifw CRASH turn. 



a om reviewer 




drinking ('just the occasional 
drop') and rubbing ht» shoe heels 
on ihe office nylon carpel and then 
delivering mighty sialic shocks to 
recalcitrant reviewers. If you're 
interested, the funny tittle accent 
Over the A m h ts first name is called 
a fodder' {or something like that), 
and 'broadens* the letter to make 
fi sound like an . 

Another Ludloviaa joins the 
team this month. Gareth Adams 
hat been a CRASH reader since 
Issue One. and a Spectrum owner 
for longer, His attachment to 
CRASH up until now has largely 
been through serving alcoholic 
refreshment to team members in 
the Bull Inn. around the comer 
from CRASH Towers, but recently 
he decided the money was easier 
here Aged 1 9, he's studying for a 
Diploma In Electronics and Com- 
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Ho 3&Xma* 1999/1987 
Another daaaot traditionally fesr rv* 
(t«, tfws year accompsnwtfby Jssub 
0ott,l*1 and containing a peek 
betmdtim scenes in Grovel t-Mi. 
wrieretrwymakettwmegannettiit 
bears Lloyd's initials. Lk>ydMrrm# 




looks Oac* ovw f9»e giving a 
resume of rh* oames *b aM played. 
Mai Grouoto begins the saga of 
TAMARAlWlGHT; Pert One of the 
tale ore fast • food satesbetna of ifw 
J^urertaceompa/^byPartTWo 
Simon Goocfwm And* that A ton'f 

H/St SpeClnjm Owner* wtso and 
playing Spectrum games . . . Apart 
horn me usual regular features, we 
talked to the otfrwetemeners and 
found out about the split, reviewed 
Kat Trap, ihe GENESIS game and 
looked at musical add-ons. Not 
f or geti ing the definitive CRASH 
Inoe* for 1 am ami the NEWSFIELD 
n av i awenV Cfcatange . . . 

Map* included kmtrmtot, Level 
Or* ol ScooOy Doo, aR of Haarr- 
lants, TrieGraaiEscape.mndOnM. 

No 37: February 1987 

Trie man behind JCTMANis irrtar- 
viewed and reveals a lew oih* dark 
secrets, and «v«r«v«ai tha dark »k- 
reisoflhef.no of reviewers chained 
up in tha CRASH Dungeon TAM- 
ARA KNIGHT continue* her adven- 
tures, as does Franco Prey in (tie 
*ortd of Video &giti*ers. The fui 
match report on the Match Day 
Challenge Is given, in which we lell 
how one ol tha programmers 
responsible for the cteeac game 
andad up 'sick as a parrot', Garnet 
mapped te\ February Included pan 
of FaJrftgM tl. ad ol ftrekrd. Avenger 
and Dandy. 



If then are any Issues you're 
missing, get an order in now. 
because we're rapidly running 
out of some earlier issues. Use 
the form below, and send it off 
to Aggie as quick as you cant 



You might be lucky and win an 
entire set of CRASH from issue 
One onwards in this month's 
competition on page 142. On 
the other hand, you might not, 
and you wouldn't wan t to miss 
out on anything, would you? 

I would tike to order th+ following CRASH OAC* NUMBERS 

□11 □ -ISSUEN9 

PRICES 

# Christmas Specials £2.25 including P&P 
m Att other issues, £1.20 including PAP 

• OVERSEAS ORDERS: Add £0.80 per magazine 
(they cost a small fortune to send} 



PLEASE DEBIT MY VISA/ACCESS ACCOUNT £ 



I with la pay by MaaMcca** |d*f*t* a* applicable) 

— 

ttajMrtura 




Pseeee mafce cfteqwee/postal orders payable to CRASH. It t\ bsei to evc4d 
wr»<^gc»VipayTT»#ot»,P1a«*C>ONOTanck>t*Arrrordarwtthm*«(o 
tha EDITORIAL tide of tha meguina a» thi» wilt reeuM in DELAYS! Send 

your ortlw* to tha Hldr»u balow . . , 



Expiry Dal* 



Plea** Charge My Account No: 



n 




Number of teeuea omerad 

TOTAL COST € 

I enclose a CHEQUE or POSTAL ORDER for the TOTAL 



BACK NUMBERS, 

CRASH MAGAZINE, PO BOX 20, 
LUDLOW, SHROPSHIRE SY8 1DB 
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munitions Engineering, Favour - 
rts game is still Elite, unless you 
count Rugby, which he says he 
likes because it allows him to 
release the pent up aggressions of 
an afternoon spent avoiding 
mighty static Shocks an being toW 
to rewrite things. Garorn's name 
will be now appearing at the top ol 
several review columns along wilh 
those of Paul Sumner, Mike 
(Skippy) Dunn. Ben Stone and 
Richard (Ricky - the full name was 
too long! 1 ) Eddy. 

NEW REVIEW LAYOUT 

You will also notice that She layout 
of CRASH reviews has changed 
slightly, There are now. in effect. 



three types; Smashes, games of 
50 percent and above and games 
behw SO percent. The change is 
more one of length than style 
realty. We're making them ail a tut 
snappier so we can fit more m(m 
those months when there are a lot), 
and allow more room for the 
increased number of colour 
screen shots. 

An omission from the Regular* 
Hst >s UoydMangrams Hal of 
Slime, it hasn't omd - it's /ust tak- 
ing a hohoey while Lloyd does a 
spot of rethinking about how it 
should be presented in the future 
So watch out next month for- wait, 
something a bit different! 
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Gremlin Graphics 
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NEWS 




VIDEO 
ACTIVE 

Budget Software house, master- 
Tronic, are aboui to launch two 
new labels, but they've nothing to 
do win computers. Master Vision 
and Master Sound will produce 
videos and audio cassettes and 
LPs respectively, Some of the 
more notable videos scheduled for 
reloano are f et<* the Cat. Creep- 
show arti Rock, Rock, Rock. The 
only cassette CRASH has heard 
so far is Hear Of Soot. & compila- 
tion of classic soul tunes - most of 
them cropping up in Levi commer- 
cials these days. The vlds era 
hoped to retail ■round the eight 
pounds mark and the LPs at 
roughly a fiver. 



1 
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SUMMER CETI 



The elaborate Too Cetf system ta 
once mora a backdrop for a an 
arcade shoot em up from cm_ 
Tmxxian, written by Jay Darrel 
centres around a construction 
satellite orbiting Reema. However, 
after the Tau Ceti wars Traxxion 
was found to be damaged - and 
as an kttergalactic satellite repair- 
man, your skills are called upon 

Arriving on Traxx ion reveals a far 
more senous problem, the reactor 



has started to meltdown. You have 
to act quickly and locate the exit 
from Trsjubon's monorail system 
before the inevitable destruction 
As you may we* imagine, the 
monorail is plagued with hazards 
such as robotic workers and obs- 
tacles thai make escape Just that 
little bit more difficult . C*l are hop- 
ing for a June release at a yet to be 
decided price. 
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RAID IN 
MOSCOW 

Although the computer industry 
Isn't exactly huge behind the Iron 
Curtain, pirates are running amok 
producing compilations ol West- 
ern games and Hogging them oft 
at the equivalent of t5 Even 
stranger is that flatf Over Moscow 
and the Anti-soviet Rambo appear 
to be very popular! Whatever 
next ... wilt little green men want 
copies of invader?! 




LATE EXPECTATIONS 




ViiKHN are releasing their latest 
Now Gaines compilation- Now 4. 
it features Dan Dare, Hacker, Back 
to (he Future. Mission Omega and 
Jonah Bamngton's Squash. 
Retailing at C9.95, il's good value 
for money with Dan Dare and Mis- 
sion Omega really taking the 

The view frOrn tha Gunship 
cockpit. 



cream. 

From -ffcno pftoec, who have 
recently been let oft the us oou> 
leash, comes Gunship, a strategic 
helicopter simulation and f-15 
Strike E&gfaw air combat game. 
full reviews next issue, 



High up. an enemy aircraft comes 
within killing reach in F-1 $ Sinke 
Eagle 



Due to the Easter Holidays, this 
issue of CRASH had I o be finished 
a bit earlier than usual, which 
meant that some review copies ol 
games arrived a wee bit late for a 
the full treatment However, as we 
never like to let you lot down here's 
a smaU taster 

Next month we'll bring the full 
review of Cosmic Shock Absorber 
from MAHTECH. it's finished now, 
but amved just too late for a full 
review, Essentially, it's a 3D shoot 
'em up using some effective vector 
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graphics combined with a bit of 
puzzte-solwng. Strange rumours 
ateo abound about wfler car- 
rots . . . 
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ALL THE 
FUN OF THE 
FAIR 

No sooner does one ZX Mtcro- 
fair seem to end then another one 
is well on its way. The next gather- 
ing is to held on May 30th at the 
Horticultural Hall in London. 
CRASH won't be there this time, 
mainry due the fact that we have to 
spend our time doing something 
ceiled 'writing a magazine, ' For 
Microfair details, give Mike 
Jortston a ring on 01 801 9172, 



DI'sF16 



While MCflopnosE ere happily 
ban ling away with iheir f 15 fttght 
game, man alimteqaatkw a* eCur 
rently developing a new simulation 
based on the FfG Fighter Falcon. 
They've been working on some 
new programming techniques 
which enable them to Increase the 
density and variety of objects on 
screen. Missions are planned to 
include air superiority as wet) as 
ground attack sequences. The 
expected release date is early 
Autumn, and as ever we'll bring 
you a full preview as soon as pos- 
sible, 



ACTIVISION CLASSICS 
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CHEAPIES 



Pbism leisure have just bought up 
AOOiCTrrt oames - the company 
that pushed Kevin Tom "s face into 
the limelight, and produced the 
infinitely popular Football Man- 
dQ&, Pmsu ere re-releasing that 
particular classical £2.99, 
although from the amount prism 
era crowing about its immense 



sales figures we can't help won- 
dering - <s there anyone out there 
who hasn't already got a copy? 
Also about to be released on 
bubble bus 'Mini Bus Una at £1 99 
is a previous CRASH Smash. 
Wizard 's Lair, it 's a arcade adven- 
ture featuring delightful graphics, 
and is still recommended by the 
CRASH team. Finally pas' Swords 
and Sorcery >s now on release for 
a very reasonable £2,99. 



KEEPING IT STIFF 



The next release from palace Is to 
bea game worked upon by two of 
today's most respected program- 
ming teams - sihary vision and 

ELECTRONIC PENCIL COMPANY 1 1 ' S 

called Sfrffifp and Co and follows 
the fortunes of Sebaslhon Strfflip 
and his three Intrepid companions 
in their tropical quest for Count 
Chameleon, The plot and follow- 



ing action is a spoof on the npping 
yams of the 20"s and 30's using 
many of the cliches of the comics 
and movies of the era. 

BtMAftv vtsoN describe Stifftip as 
a multi-role action packed adven- 
ture.' Preview next ish hopefully, 
in the meantime we'll fceave you to 
ogle this screenshot 





HAVE YOU GOT THE MIDAS TOUCH? 



IF SO 



MIDAS MARKETING 

REQUIRES 

YOUR BEST GAMES PROGRAMS 

FOR 

EVALUATION, ASSESSMENT 
AND HOPEFULLY PUBLICATION 

We offer top payments or royalties, 
whichever you prefer! 

We also require programmers who have 

experience of software conversions from 

various formats and an ability to begin 

projects from story board to finish. 

IF YOUR SOFTWARE HAS THAT 

GOLDEN TOUCH 

THEN DO NOT DELAY, WRITE TO US AT: 




RH 




MARKETING LIMITED 
35 Wait Hill, Dirltord. Kinl 
T*Uphont: 03 2 2 32513/1 B 



CONTACT PAUL GODOEIM WOOD 



1U 




THE SPY WHO CAME 
FOR A DRINK 

Tired out after a long squawk, Minson turns to the world of interna- 
tional espionage to eke out a crust. As usual the intrepid Jigger finds 
a world occupied by leggy blondes and Gin Martinis. 




I did it in despair! After last time, 
when I thought I'd never gvtr see 
another launch. ! sold my soul to 
M(5, So here they are , . iheeon- 
tinuing adventures of Minson - 
Super Spy 

It started with a brick which 
crashed through the window, 
bounced gently olf the back of my 
bonce and tell to the floor. Appa- 
rently this is a new Post Office ser - 
vice for the delivery of top secret 
messages. As I read the words. 
'Qdeon Leicester Square - 1 1am 
Sunday/ a chill ran down my 
spine. I knew that there was no 
way that I could miss out on this 
vital rendezvous, and yet there 
was something wrong . . . (don't 
get up on Sundays 'til at least mid- 
davl 

Still, i managed to drag raysetf 
from under my duvet for a special 
preview of the Fourth Protocol. 
courtesy of AwoutsofT who are 
now handling this tale Of Spies and 
skulduggery- A few skulls gel dug- 
ged m the movie, as well as a bach 
getting snapped and a throat get- 
ting slit . . . ideal Sunday morning 
entertainment 1 Play the game, 
watch the movie and get paranoid 
about bombs in your backyardl 

Then there was the liaison with 
the mysterious woman. Why was 
her once blonde hair now darker? 
Could I be that she was hiding 
from somebody? If so, she 
couldn't have picked a better 
place than the masterttwmc offi- 
ces. Trtchy tittle computer casset- 
tes are one thing, but now the 
company has gone m for great big 
video boxes and stacks on 2" 
records, the place begins to 
resemble 8 maze 

Luckily the late lamented mas- 
teatbomc Mala Han, Alteon 
Baasley (for it was she) spirited me 
away to an exotic basement where 
I tucked into a steak, she tackled 
an oversize cheese salad, and we 
disposed of a couple of botiles of 
Ntna 

Over Ihe meal she easily per- 
suaded me that Mastersound and 
Mstst0rvis*on will do for your ears 
and eyes what good old M-tronk: 
did for your chips. With soul class- 
ics on the LP and titles like Creep* 
showand The&rferminaforonthe 
VHS. I'm convinced. 

' Bui what about the new arcade 
machines you're producing? 
Where will they go?', I asked Ali- 
son turned pale. And Melbourne 
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housk are moving In, aren't they?' 
Listen, if you've got a room to let, I 
reckon ma&tcrttkmnc has a cor- 
responding space problem 1 

More mystery as a foreign 
power, whose Ambassador is a 
certain Mr Wright, suggested I 
should go to church . By now I was 
getting used to meetings in 
unlikely locations, and if this mys- 
terious blond wanted to slip me 
something between the pews, he 
was in for a big surprise 

But the church turned out lo be 
London's chic Limelight Club and 
its now well and truly deconsec- 
rated Boy. a c twhwh had invited 
the world and his uncle lo this 
extravaganza, thrown specially lo 
celebrate Flat-top's return to ihe 
world of PR and, more likely, his 
escape from that human waste 
disposal untl. Gobbler Liddon, 




► Gobbler Liddon and WenOtrtHy 
Wright. Dm lite lamented TMIimiu 



Lots of good stuff IovkJ, such as 
SI*" Wders If, Enduro Racer and 
the game they named after Andy 
himself. Worxtsfboy. A well 
stocked bar too, but fcl was a pity 
the speeches interrupted the meal 
- it was a race to see whether the 
aurJence or Ihe food would cool 
off first as the hard sell dragged on. 

A lavish do indeed, in a setting 
that makes The Rocky Horror Pic- 
ture Show look subtle. Would you 
be#eve silver candtoabra with 
black and white candles? And 
when we emerged from the nosh 
there was a line of com ops set to 
free play, making this the worlds 
trendiest arcade 

Still, even I can only take so 
much excitement, which is why it 
was something of a relief to be 



contacted by my superiors and 

asked to investigate some odd 
goings on near Abingdon . Could it 
really be that they suspected hew- 
son ol being In league with the 
enemy'* 

II didn't take long lo discover 
thai Ihe company has indeed got 
involved with something sirange. 
it goes by the name of Christian 
Urquhart. a trainee human being 
who could give Liddon a run for his 
money In the Gross Out Olympics. 
Christian is a damn good program- 
mer though, and Gunrurvw, his 
first protect for hewso* promises 
to be e mega -blester shoot -em- 
up! 

'Of course I'll still have to file my 
report with M". I told Andrew 
Hewson . A sly look came over his 
(ace ■ - - 'At least let us lake you 
out to kjnch first/ 'Are you trying 
to bribe me?' I asked, bui »i was 
too late - Julia and Debbie were 
bundling me into the company car. 

We drove at a reckless pace 
along deserted country lanes. 
Would I ever see M»ss Spen- 
dapenny again? &d I want to when 
I was at the mercy of these delight - 
lui damsels? By the lime they'd 
finished feeding my face with 
pheasant, I'd forgotten everything 
they taught me at spy school. The 
best form of brainwashing is 
always a good meal. 

'There's more where that came 
from nexi month", they promised. 
By now I felt like a double agent - 
as in seeing double' It was almost 
by accident that I stumbled into 
the seedy Soho cellar that some- 
times serves as a htm preview 
theatre, only to find myself part of 
beyohd's Sfar Trek (V celebration 
- a brave attempt to convince the 
hacks that the game will appear 
one day. 

The film itself is odd, to say the 
least Kirk and the rebom SpOCk 
la»*e a day tnp back to 1997 ine 
Kkngon snip to save the Whaleal I 
bet ktono wishes they had similar 
time-travelling abilities, so Ihey 
could capture a copy of the prog- 
ram . Okay, so they had the ST ver- 
sion there, but what about one for 
a computer like a Spectrum, that 
real people can afford? 

1 did noticethe two * love-berks' 
(sic) of another magazine billing 
and cooing, and all but throwing 
Ihe furniture ai each other. Seems 
he loved the movie, she merely 
laughed at it. Somebody should 




tell their poor, gullible readers 
about them, It looked like there 
was going to be more action in the 
audience than on-screen, when I 
noticed a tall Scandinavian. Could 
this be my secret contact? 

Actually it turned out lobe none 
other than Bo Jangaborg of Fair- 
fight ami Artist fame. But what was 
he doing at a mjcowo r r bash 
Seems he's had enough of lite on 
thi edge and has found some- 
where new to rest his power sup- 
ply, He told me a whole lot more, 
but asitwasaii in Swedish i Oidni 
understand e word. Maybe I just 
wasn't cut out for the secrets lark. 

I was on the verge of resigning 
when the phone rang and an 
unmrslakeabte Utter rang out. 'Hi. 
John ', said the titlerer. f bet you 
thought the spying lark was all fast 
cam and beautiful birds, didn't • 
you? War. it is for some of us, ' 

'You can't fool me, Michael 
Baxter '. I snapped. Oh no?' said 
the etegant one. 'Well, ask me 
about my date with Maria Whtt- 
tator/ Wl ihe other one., \i 
cited. 'I've got photographic evi- 
dence', he giggled, happy as a dog 
with two bones. 




At that moment another brick 
crashed through my last unbroken 
window. A picture was attached to 
it. I gasped. So Baxter wasn't 
lying . , , what was the explana- 
tion? I'd tell you if it wasn't for the 
Officious Secrets Act, but as it is. 
you'll have to wait 'hi next month 
for the facts of Baxtie and the Page 
Three Bird. Yours in FSL 
(Shaken and Stirred') 

HUNTERS MINSON 




Meet 
printer 

interlace 

with a gift 

tor words. 



Before you buy a primer interfere, it's wiirth 
ilnnking ahead. One day ynu'li probably wonl in write 
someone .1 U'ller. draft an essay Mr create ■» report 

Will AamFrini, ii douIoVi be simpler, 

llaml'rinl gives yea i powerful interfacr In the 
huge ratge el pettier Centronics printers. 

Its ebe lhi> imlv interfmr with RanftVrite 
iiisiiini ' tord processing Built in. 

I'Iiij; in & printer <nnl you're ready to cm 
eudil and save prefessknit-tooking documents, 
ipiukh and easily 

The RimWrite prunraru uses Instant Vi rss' sn 
l here's nu software In load, and lakes none »f the 
computers precious iiuinnn. In fad, its tin* 
simples! way to mill a letter nn the Spectrum 

The cosl [list £$4 9S [theater than tuiyins* an 
mierfiee md software separately), We've incfuded 
the printer ceite-and even a joystick pitri sn you 
ran pb] gomes without unplugging. 

la gel your hands nn one, simply nit in the 
coupon Whichever way you tnnk ai it, it's a gift. 
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ENTERTAINMENT SOFTWAF 
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i games nevar quite seem 
lose their thrift, (hough 
aaaf many In the past have disap- 
pointed afar raising expectations 
beyond progf amrrung sXiHs. Now, 
after plenty of rather early 
magazine coverage. ACTraa*ow's 
licensed version of mga's success- 
ful cotfvop Endufo Racer is out for 
appraisal. 
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" Well done activj&ion! At 
last someone's come up 
with ■ very realistic arcade 
conversion - you feel a* 
though you're actually sat 
on a bike, hurtling along a 
race track at over a 
hundred miles an hour. The 
graphics are a mating, hi Ms, 
dips, jumps, trees, rocks 
and stones are all well 
designed and excellently 
animated. One tittle quirk 
though, I wasn't happy with 
the annoying tune which 
plays while you're racing - 
it gats In the way of the 
engine** revving sound. 
The price is a little high, but 
the realism makes this 
package well worm the 
money ™ 

6ARETH 







The action involves a series of 
motorcycle races spread over live 
courses , each accompanied by »rs 
own background landscape. The 
objective is simple; out -race other 
riders and successfully complete 
aft the levers in the shortest possi- 
ble time. 

The biker is viewed from behind 
and slightly above, in vanishing 
pant perspective, He's generally 
centred in the screen, while the 
track scrolls sideways as neces- 
sary to suggest curves, and the 
distant landscape follows suit. The 
horizon also moves up and down, 
for Jicnvtao* have incorporated 
the ongmal's bumps and Mis 

The first course, set in a ma- 
imed country road, introduces the 
player to some of the hazards that 
In ahead on other irscfcs. There's 
only a handful Of Competitors to 
contend with, and tow lumps, or 
wheehes, to be executed. Control 
« straightforward: steer teti end 




" Full Throttle was undoub- 
tedly my favourite race 
game, but I must confess, 
Enduro Racer has converted 
rne. It knocks the pants off 
Spectrum race games. The 
graphics are superb, the 
bumps and ndgas in the 
roads are conveyed excel- 
lently. My only moan is the 
4&K sound; it's been used 
endlessly for Formula 1 rac- 
ing cars, helicopter rotors 
and aircraft engines. They aft 
sound the mama! Still, the 
superb front end makes up 
for this, it's got a good high 
score/best time table and 
loads of options. Enduro 
Racer must stand a* one of 
the most successful conver- 
sions for a long time, and I 
think it's a game all road race 
fans couldn't survive with- 
out Brilliant " 



right, accelerate, brake and 
wheeKes (used to avoid losing 
spssd on jumps}, 

Ai ihe start of every race a timer 
is sal to 60 seconds, the limit 
w.'hiri which the course must be 
completed - the actual time taken 
to complete a course is displayed 
at the end of each circuit. Oppo 
nent racers pose a threat in as 
much as a collision wtih one flings 
your bfke aside, losing you valu- 
able time as you restart , 

The second track, set m a 
Oaten, is made even more 
treacherous by the addition ol rock 
fate, and the presence of a jeep 




" Whoever picked this lor 
an ACTrvistON licence took a 
great risk, but it's certainly 
paid off. This Is the ultimate 
race gama on the Spectrum 
so far, I've seen nothing 
else thai compares with rts 
graphic realism or payabil- 
ity. The scenery Is weil 
drawn and moves Smoothly 
pest you in a most lifelike 
fashion. What it SO 
astounding about EndurO 
R.ic t" Is that it's an almost 
perfect copy of the arcade 
game {apart from the i0p 
slot of course). The land- 
scape and payability make 
jurrrvtsrOti's latest one of the 
most addictive race games 
you'll ever s#i on the Spec- 
trum. " 

MM, 



Producer: The Power House 

Retail Price: £1 ,99 

Author: Steven John Tatlock 



hurtling around the course 
alongside the bikes. The third cir- 
cuit tests your skills further by the 
inclusion of water on either side of 
the track, and the two final courses 
are even harder - snow on the 
fourth, and sea and sand on the 
fifth. 

Sadly. AcnviswM have decided 
not la include ihe arcade angina? s 
bike saddle to sit on while playing 
- you'll just have to borrow a 
fnend's moior cycle, or imagine 
the sensation! 




Control keys: delinable 
Joystick: Kempsion, Cursor. 
Interface 2 

Use of colour; generally 
rrwhochrornatk;. with back- 
ground colour changed for 
each course 

Graphics: large . beautifully 
drawn, last arid with very 
smooth scrolling 
Sound: adequate 
Skill levels: one, with 
increasing difficulty on sub- 
sequent courses 
Screens: five tree - 
General rating: Arisky Spec 

corrversion that has 
paid off handsomely, provid- 
ing all the ihniis and spills of 
the original. 

Presentation 00% 

Graphics 94% 

Payability 93% 

Addictive qualities 91 % 

Value for money 86 

Overall B2% 



TNs rnulti-directiona! air- 
borne shoot em up is a con- 
version of a 1381 Atari 
arcade favounte. Having passed 
ihrough a time- warp, your uHtb 
modem jet fighter is cOTfronted by 
a multitude of archaic but bellige- 
rent aircraft . . . m the year 1925. 
There is a way back to your own 
time though. The tellers W A Rand 
P float about, cottecimg them to 
spell the word 'warp' 200ms you 
forward to the next time zone - and 
eventually to the relative safety of 
your own era. Collected letters are 
displayed m a panel at the bottom 
nght of ihe screen, 

To collect these letters K is 
imperative to avoid the swarms of 
attacking aircraft - these evolve 
with each time zone, progressing 
from bi-ptanes to helicopters as 
the years progress. Your 
advanced superfighier man- 
oeuvres in all directions, and 
blasts the enemy from the sky with 
its high-powered cannon. Ten 
points art swarded for etch W, 

with the total score displayed bot- 
tom left. Also at the bottom toft, a 
bonus score counts down from 
1.000 - the remaining bonus 
poi m s are added to the total score 
on the completion of each time 
zone, 

Choosing one of four skill levels, 
you start your mission with three 
lives. One of these is lost on each 
contact wilh an enemy aircraft or 
missile, with another added on 
entry to a new time zona. 



£ 



CRITICISM 



1 



•'■ This was wound ages #90 
on me BBC (many of my school 
hours were spent playing it 
instead of doing Computer 
Studies!) and it was just as bad 
titan as it is now. The sprite's 
movement is pathetic, your craft 
spins around at such a speed 
that it's possible to kill every- 
thing as H comes on screen 
(useful for high scores). How- 



ever, problems occur when you 
attempt to progress through the 
levels - you simply cavrf dodge 
everything. *• 



0"fm glad that 1962 only lasted 
for the usual 365 days -as this is a 
prime example of the sort of 
software released that year, I was 
amazed to see that the program- 
mer is the same person who wrote 
Agent X -he must have written this 
ssajoke Tne graphics are appal- 
ting (especially the coeWon detec- 
tion) end the key responses are 
erratic. The packaging s nice, 
apart from one dreadful spelling 
error, but the game's realty 
tacky. " 



# ■' A conversion from the sec 
On our Spectrums? - no thanks' 
The graphics are absolutely abys- 
mal, with the appalling use of col- 
our making the planes almost 
invisible on some levels, Even for 
two pounds. Time Fhght *s a game 
that everyone's collection can do 
without, 



I 



COMMENTS 



i 



Control keys: top three rows - 
left-hand to rotate left, right-hand 
to rotate right bottom row to fire 
Joystick: Kempsion. interface 2 
Use of colour plenty of variety, 
but appalling clashes 
Graphics: minimal and undetailed 
Sound: basic spot etf ects 
SkH levels: lour 
General rating; Unimpressive 
clone of a dated arcade machine. 



Presentation 


57% 


Graphics 


33% 


Payability 


28% 


Addictive qualities 


24% 


Value for money 


37% 


Overall 


29% 










^ r 



• » 










SCEPTRE OF 
BAGDAD 



Producer: Atlantis 
Retail Price; £1 -99 
AuthonProductive Playtime 



A. 



chubby Caliph in (he Mid- 
dle East is having a spot of 
bother. Or the first day of 
each year he must produce the 
Sceptre of Bagdad' to show fas 
people that he is fit to govern the* 
land H o wever . on one such occa- 
sion I he Caliph has woken earty, 
reeling decidedly strange. After a 
quck bodily perusal he discovers 
that he has shrunk to tiny propor- 
tions. Desperately he climbs from 
his bed, and clambers up to the 
Mag* Lamp that sils upon his 
dressing table, 

Vigorously rubbing it, he awa- 
kens and consults his Magic 
Genie, In answer to his questions, 
the ever helpful phantom tells htm 
that ho is the victim of a spell, cast 
by a wicked wizard. The Caliph's 
home has now been turned into a 
puzzfesorm palace of shark 
infested rivers, burning deserts 
and seemingly impenetrable bar- 
riers 

The Sceptre is at the far end of 
the palace, if it is not reached 
within the ordained time the 
Caliph's reign will come to a pre- 
mature end. The Genie promises 
to help, but his aid is limited to 
advice as he cannot leave the 
lamp. Therefore the Caliph begins 
htg quest alone. 

The corpulent ruler can move 
left and right. |ump upwards and 
pass through doors and other 
entrances. Objects found en route 
are collected by simply walking 



JGARETH L 



" Atlantis have come out 
with another budget game. 
' Ughn V. ' I hear you say ... . but 
wait, they've really pulled their 
socks up. this Is decent i 
always like original games, and 
this is one of the best I've seen 
for a long time . The well defined 
graphics move smoothly, but 
the game could do win a tune 
and a few more effects during 
play. The drfficulty involved 
heightens the compulsion to 
solve the problems, and I'd 
recommend this to those of 
you who've got a spare two 
quid" 



over them Qnty two obiects can 
be carried at once, the last 
acquired being displayed at the 
bottom of the screen. An inventory 
of items earned is accessed by 
pressing the space bar. 

Sections of the palace and its 
grounds can only be crossed It the 
Caliph is in possession of certain 
objects - the coconut is needed to 
cross the desert, but the sling and 



JbenL 



" Sceptre of Bagdad puts a lot of full priced software to shame. 
I'm not sure that the gwnepfay will appeal to many people, as 
some of the problems are hard even when a solution is provided 
- then agam many players thrive on that sort of masochism. The 
graphics are good, but the abundance of static characters gives 
a lifeless feeling. This is a must if you're an 'If at first you don't 
I" fan- especially at the budget price. " 




tl'f either the lime of djy to prey, w et» the sun is withering the Celt's 
comfort aMt form. 



pearl are first required to get the 
coconut 1 

The Genie gives a cryptic but 
useful clue when his lamp is rub* 



J PAUL L 



" Sceptre of Bagdad has pushed atlahtis into the world of big time 
budget software. There are a lot of problems io be solved, but thank - 
fuMy this process has to be earned out logically. The graphics are very 
attractive arid cotourtul, and though there are problems m {his area, 
Ihey're not bad enough to put you off. The only thing that this superb 
product lacks is a decent title tune -so. for Ci 99, Sceptre of Baodad 
is a steal 



S> Perhaps the mate lantern can help Our corpulent Caliph in his mission for the elusive Sceptre'' 




bed with the hankie. His patience 
is limited though - rub too hard 
and you end up with a clean lamp 
and no additional information. 

If all of this wasn't bad enough, 
the poor Caliph finds thai his 
palace has been infested by vic- 
ious creatures and monsters, 
Should these beasts touch him. 
the podgy ruler's Irfe force is 
diminished until he eventually 
loses one of his three lives Tnr 
bans at ihe bottom nght of the 
screen depict the Caliph's remain- 
ing lives. 

A reincarnation potion is hidden 
m the palace, saving the player's 
position when drunk. This position 
can ihen be returned to by select- 
ing the Old Game' option on the 
mam menu. 



COMM 



Control keys: defmeabfe - le ft , 
right, up. down, select 
Joystick: Kemps ton, Cursor. 
Interface if 

Use of colour: effective and 
attractive colour scheme 
Graphics: well defined and 
smoothly animated cartoons 
Sound: useful but not extraor- 



dinary 
SkiHIevefa 



SkiH levels; one 
Screens: forty -five 
General rating: Ah entertain - 
ing and puueimg arcade adven- 
tura 



Presentation 
Graph i' 
Payability 
Addictive qualities 
Value lor money 
Overall 
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GET A 
GREMLIN 

4 GROOVY GREMLIN 
GRAPHICS GAMES 
IN GREAT GRAB 

GIVEAWAY OFFER! 




Done ha just hate going 
shopping? Bumping into all 
those dear Aunties, Great 
Aunts and Great Great Aunts 
all with the same insane 
desire to smother you In 

and shriek at the top 
of their voices, ' Oooooh, is 
that our so-and-so? Hasn't 
he grown? Well I never 
did . . . i remember you in 
nappies . . . ' Hardly makes 
it worth going down to your 
local Software purveyor to 
get alt those cut-price 
games. 

Welt, fear no more - no 
longer need you dodge and 



weave along the streets 
avoiding the masses. Do 
your sales shopping from 
home courtesy of The Aunt 
Aggie Fund For Smothered 
Spectrum Owners. 

This month our Mail Order 
entourage have signed up 

With GREMLIN GRAPHICS tO 

bring your four of their finest 
games at ridiculous prices. 
You can choose any two for 
E5.95; any three for £7.45 or 
- and this is a once-in-a- 
Irfetime opportunity - you 
can have the whole lot for a 
remarkable £8.95! 



CRASH/GREMLIN GRAPHICS READER OFFER 

Dm Aggfc 
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FUTURE KNIGHT 
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Postcode-™™™ 

Aggie will be putimg your eaaviQMmc* games m the post fuSas soonasshtcan, 
but rJem elow 28 dsys tor oefvery. Send your torm and payment to: 

CRASH/GREMLIN GRAPHICS OFFER, 
PO BOX 20, LUDLOW, 

SHROPSHIRE. SY8 1DB 
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T*H*E S*E*N*T*hN*E*L 



fasorpinon, soys the dictio- 
nary, is a process whereby 
one object disappears 
Ihrough incorporation « some- 
ihmg eteei a sucking lr> of fluid, 
Nght or nutriment It also means a 
mental engrossment - and gener- 
ally that is the own of any good 
In The Sentinel, nma a m 
have pared absorption to us mosl 
elemental components, and pro- 
duced a game which they hope t& 
absorbing, and is about absorb- 
ing. 

Think of 10000 planets, meieiy 
a fraction of the known universe, 
but almost infinite by marie 
reckoning. 9.999 of these worlds 
are under the sway of a supremely 
inant being - The 
Sentinel. What it is. or what its pur- 
pose might be. no one knows. 
What it does, however, is well 
understood The Sentinel has 
slowly but inexorably travelled 
Ihrough the galaxy, absorbing the 
nernes oi all the worlds A 
ouches upon, leaving on each one 
an image of itself and. on some 
levels, a host of attendant Sen- 
tries 

Now il is Earth's turn. There is 
hope, though. The Sentinel can be 
attacked by reversing the process . 
and absorbing energy from 
world by wor Id . The struggle is eta- 
mental - you against the S* 
in a battle of wits played out on a 
30 landscape wham the chess 
pieces are your robots, boi 
trees, sentries and u< 

Where to begin? Any of the 



Is may be chosen, as long as 
you have attained its entry code, 
thus you are lorced to play ptanei 
by planet, and you are hyper- 
spaced down to its surfar 
aenal view ts displayed, showing 
the relative positions of the Sen- 
tinet and Hs Sentries, batons you 
are placed on the surface, the 
Sentinel always occupies ihe high- 
est point of ihe landscape, you are 
iransported to the lowest, took 
around lo* a while, get the feet of 
Ihis world. Until you start absorb 
ing or expending energy, your 
enemies will remain ina 



CRITICISM 



" This is a completely origi- 
nal concept, which has 
been superbly 

implemented to produce 
one of the best computer 
games ever. It's deceptively 
sample, but, like Chess or 
any other game of a similar 
nature, an awful lot of 
thought must come into 
play to succeed in the 
higher levels. The gamep- 
iay is jam -pecked with 
atmosphere and nail-biting 
tension that's sure to keep 
you enthralled for a long 
time. The Sentinel looks sur- 
prisingly good; the land- 
scape Is excellently shaded 
- clear, uncluttered and 
with superb scrolling, 
Sound effects end lunettes 
are of a high standard, but 
It's a shame that there 
•rent a few more. This it 
state-of-the-art software. 
Buy It," 



When you do, The Seniinel and 
its Sentries begin scanning ihe 
landscape, searching for squares 
containing more than one unit of 
energy - that's likely to be you. if 
they can clearly see the square on 
bb you stand, then they reduce 
its energy level by one unit at a 
lime, creating a tree somewhere 
else m the process . In turn you can 
absorb the energy uniis oi objects 
OH Ihe landscape, such as trees or 
Senlnes, or even The Sentinel 
itself , as long as you can centre on 
the square they stand on. and than 
use that energy to create new 
objects. 

The point ol this is to make new 
robots for yourself . transfer to the 
r obot , and then absorb the 
energy of the robot you have |uSt 
■ nis way movement around 
the landscape Is possible. Boul- 
ders can be stacked up to create 
higher vantage points for observ- 



ing and attacking the positions oi 
Sentries and The Sentinel 

A clear strategy is essential. You 
must hide from the absorption 
potential ol the enemy, yet at tin 
same time manoeuvre mio posi- 
tions of attack. Sometimes ihe 
action becomes frenzied If a Sen- 
try or The Sentinel can see ihe 
square you am standing on, a 
screen scanner warns, and there 
are live seconds to move before 
your energy is absorbed. Should 
the enemy see you, but find your 
square obscured by landscape, 
the scanner warns again, then a 
tree in a better vantage point lor 
the job ' rnned mto a 

Meanie lo flush you oul of hiding 
The Meanie rotates rapidly uniii ii 
cart see you, than forces you to 
hyperspaca to a new random toca- 
but probably one noi to your 
liking 



CFtmClSM 



Sentinel — ern e 
complex to an 
onlooker, yet it's fiendishly 
simple. The landscape may 
look straightforward, but 
un 1 1 1 you discover The Sen- 
tinel's whereabouts and 
the location the computer 
sends you to, you'll never 
know the real task which 
lies ahead. The fun of The 
Sentinel la the clever mix of 
occasions when you're 
frantically pressing alt but- 
tons In the hop* of escape, 
and other times when slow, 
deep thought is needed to 
find an ideal place to attack 
from. The addictive qual- 
ities are Increased greatly 
by the codes, meaning that 
you can come back to it 
months later and still go to 
the landscape where you 
left off . wttfiout having I o go 
through the same old 
screens over ■gain. The 
Sentinel dene* an adjec- 
tive* ' 



Hyperspacihg costs energy 
units, because the Meanie creates 
a new robot, transfers you to it. but 
leaves the old one behind, wasting 
energy. You may be able to re- 
absorb it later, however, if it hasn't 
already been absorbed by The 
Sentinel 

Gaining fluency with the control 
of your circumstances is vital for 
those moments when all hell 
breaks loose. The view may be 
panned up or down, left or r.ghi 
through 360 .or snap-turns can be 
made A sight may be turned on so 



CRITICISM 

" They tok) me it would be 
good, but I didn't expect 
anything like this. The Sen- 
iinel Is brilliant It's a weird 
•Oft of game, not a shoot 
'em up, more an absorb 'em 
up. The concept Is not 

remotnh/ Ilk* anything I've 
ever seen before, and one 
that it magnificent. If the 
graphics are jerky, the 
shading and the change 
colour option make up for 
that ten times over. The 
Sentinel la ao playable that 
you go into it for the first | 
time and come out in a 
trance! " 



that absorption, creation or a 
transfer may take place. And there 
are separate controls for creating 
trees, robois or boulders. 

If you manage I o defeat The Sen- 
tinel by absorbing all its energy, 
transfer to its position, Ihe highest 
spot on that world, and hyper- 
space. You are given a new entry 
code for another world, another 
battle, anoiher Sentinel. 



COMMENTS 



Control keys: S/D pan left/ 
nght, K/M pan up/down. A to 
Absorb, T, B and R to create 
Trees. Boulders and Robots 
respectively, H to Hyper- 
space, Q to Transfer 
Joystick: Kempslon, Inter- 
face 2, Cursor 
Use of colour, monochrome 
effect, but background col- 
our-change option 
Graphic*: excellent line and 
eross-halched shading 
creates solid 30, the whole 
scrolling smoothly and fast 
Sound: some tunes and 
limited but effective spot FX 
Skin lewis; effectively, you 
make your own 
Screens: 10,000 landscapes 
General rating: Highly play- 
able and addictive. The Sen- 
fine/ Is one of those rare 
games that makes owning a 
computer a delight 



Presentation 90% 

Graphics 93% 

Payability 98% 

Addictive qualities 96% 

Value for money 95% 

Overall 97% 
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BRAINACH 



Producer: Code Masters 
Retail Price: £1,99 
Author; Owen Brunette 

Private Hairy Jones - 
Bramache to his friends - 
has once again ten his valu- 
able mining equipment down on a 
ptanet's surface. This time it's on 
the planet Nesbit, hidden some- 
where in the depths of the Stella 
mines. Brainache decides that 
white he's looking for his forgotten 
equipment he's also going to find 
the fabled Anatese diamond. 

In this one or two player plat- 
form-style game, Brainache 
makes his way along the mine's 
descending pathways, tunnel sys- 
tems and lifts Our joystick or 
keyboard -controlled adventurer 
moves left, right, up and down, 
occasionally dropping to lower 
levels or climbing up ravines 

Lurking amongst the outcrops 
and hollows ol planetary rock, he 
finds bothersome butterflies, cos- 
mic spiders and flying goats. Con- 
tact with one of these relieves our 
hero of one of his four lives , Runa- 
way mining trucks, bounding boul- 
ders and pernicious plants also lay 
Brainache out for the count 

Brawiache carries a blaster for 
protection. Points are scored for 



blasting insects and other crea- 
tures, the total being shown at the 
bottom of the screen. 

To help him get further into the 
mine's shahs and tunnels, the 
muddied miner picks up tools and 
items he finds about the place. 
Bramaches oxygen supply Is 
finite, diminishing from the 
moment he leaves his shuttle. 
Another life « lost when the air 
Supply reaches zero, with an Oxy- 
gen Indicator at the bottom of the 
screen showing ihe remaining 
level of life support. 



CRITICISM 



•" This game's get a really apt 
title, ■■ you'll have an aching 
brain if you fork out any cash for 
it. The copious use of colour 
tends to obscure the action - 
and to* some time aftor playing 

this I was seeing purple spots. 
Cope masters have the cheek to 

Kt 'Why pay more?' on the 
iding screen. I think you can 
probably answer that one for 
yourself. " 

M 

•'" Srainache's graphics only 
look good from a distance. The 
characters are badly drawn, and 



■raanrs ■netat't down on 

m 




the way in which colour is 
splashed about completely ruins 
the pleasant spiralling effect The 
way your character gets trapped 
in certain areas is really annoying, 
try standing on top of a lift for 
instance - Harry gets stuck when 
you reach the top of the shaft . . . 
Aaargh 1 " 



MMENTS 



Control keys: Up 3. Down E. Left 
G , fq ight H , Take U. Drop S. fire X. 
Climb N 

Joystick: Kempston. Cursor, 
Interface 2 

Use of colour gaudy, unneces- 
sary and eye- straining 
Graphic*: a confusingly detailed 
backdrop with annoyingiy small 
characters 

Sound: loading screen 
cacophony and uninspired effects 
Skill level*: one 
Screens: one vertically scrolling 
landscape 

General rating; A failed attempt to 
bnng scrol ling Colour to the Spec- 
trum screen, 



Presentation 
Graphics 
Playabikty 
Addictive qualities 
Value for money 
Overall 



MB OF SYRINX 



Producer: The Power 

House 

Retail Price: £1.99 
Author: Ayyaz Mehmood 



The Tomb of Syrinx is an 
ancient and deadly place 
which no man has ever 
attempted to explore , , . until 
now that is 

With the chance to finally show 
your true bravery you find yourself 
alone in the homd mausoleum. 



armed only wflh your laser gun. 
There is only once chance of 
escape Irom this foul place, the 
five keys ol the Tomb must be 
found and collected Perhaps an 
easy task, if it was not lor the 
strange Immune Guardians 

On entry to the Tomb, these 
Guardians give a few moments of 
grace before attacking, Resembl- 
ing a coWection of sour-faced 
suns, rotating crosses and gan- 
grenous hands, they bounce off 
walls to attack with increasing 
ferocity Contact results in a loss 




ol life To avoid them you aie able 
to move the left and right, or up 
and down, through the maze of 
corridors and rooms 

The laser gun is used to destroy 
Guardians, but some are resilient, 
and several shots have to strike 
home before these meet the* 
maker. Points are awarded lor 
each kid, the score being dis- 
played at the bottom right 

But Immune Guardians are not 
the only enemy encountered 
Snakes, scorpions watt to brte or 
sting, and bandaged mummies 
kill. Five lives are available to you, 
the number remaining being 
shown at the bottom right comer 
of me screen, 



•'" The power house haven't 
made a good impression so far. 
and Tomb Of Syrinx does not htrtg 
to change frws The characters are 
badly drawn ano* fhe animation is 
baste and /arty. There s no tune, 
and the Utile sound that's then is 
easily ignored, I had no tvn at alt 
playing this as it seemed fa be a 
vary ordinary idea whtch was 
badly programmed. Even at fhe 
budget price it should be qwekty 
ignored. " 



L 



CRITICISM 



I 



#" There were loads of games 
around I Ike this about lour years 
ago, so it beats me why the 
power house have released on* 
now, Especially as this leaves a 
lot to be desired, the three 
character scroti and evil maze 
and deadly inanimate objects 
make the game infuriatingly 
unplayable- The graphic* are 
well below average, with small 
characters and an undetailed 
playing area. Even with the free 
audio track this doesn't really 
offer good value for money. " 




Control keys: Z/X teWright. PA. 

up/down, zero to fire 

Joystick: Kempsion, interface 2 

Cursor 

Use of colour, poor 

Graphics: 

small and simple 

Sound: limited spot FX 

Skill levels: one 

Screens: scrolling play area 

General rating: Mot very good 

value, even at its low price. 



Presentation 


40% 


urapnics 


24% 


Play ability 


25% 


Addictive qualities 


22% 


Value for money 


26% 


Overall 


26% 
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Are you the one in a million who can 
*■ think in microseconds not minutes? 






...H you are, Metrocross Is the challenge that's been 
designed to inspire you, if you're not then you'd better 
fast Improve your skill and co-ordination, A chequered 
floor riddled with pitholes. a barrage of obstacles 
that hinder your progress and no go areas that 
bring you to a standstill make this race against 
time increasingly Impossible. But not everything 
is against you. Springboards are primed to 
catapult you forward and a speeding 
skateboard waits ready to hurtle you 
along that desperate rush to the 
finish line. 

If you beat the clock the first 
' Ipme there's no guarantee 

you'll not be flattened at 
" , next level. 
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Atari ST 
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Producer; Ultimate 
Retail Price: £9.95 
Author: The Ultimate Team 



T 



rug Maikon Dawn' slides 
ihrough deep space - a 
vast robot ship sent 10 
search fry new life forms and 
knowledge. Cocooned within is 
the largest and most powerful 
computer known to the Markon 
Empire - The Brain of Markon, 

As the ship passes through alien 
territory it is attacked by Mar- 
tianokte, These maggot their way 
through The Bram of Markon dis- 
rupting its programs, wriggling 
between sectors like damp hand 
towels. 

It is imperative that The Brain is 
defended 

You have control of a defending 
droid which can protect and steer 
randomly transmitted programs 
between Transmitter and Receiver 
in each sector. With its destination 
successfully reached the program 



J MIKE L 



" Ultimate have gradually 
gone down *n everyone's view, 
and producing a game as bor- 
ing as this just emphasises the 
apparent demise of the 'once 
mighty' company it's a pity to 
see such a reputation fade, but 
it's their own faun; Martian&ds 
has pretty graphic*, but Mite 
else, as mere isn't much 
miet est to be found in it's 
walls. " 



activates defence mechanisms 
preventing further damage to that 
Brain section. When all nine sec- 
tors are activated The Brain is safe. 
The dro«f riself Can come under 
attack from Martianokfe, to avoid 
them it can move to the left or nghi , 
and forwards. Energy is drained 
from the droid by contact with 
kamikaze Martianoids. though the 
alien's resultant death does give 



JBEN l 



" Shock, excitement, hysteria . . . An ultimate game, hooray! Oh, 
hang on, it's not very good fs ft? Oh well perhaps we'll have to 
idolise someone et«e now. I've been playing this for ages now 
and I cant get the hang of it at all - then again most 'intimates' 
did take a white to get into hut not this long surely. The graphics 
are a btt naff when compared to greats such as Pentagram and 
Guntright and the sound Is simply below average. Martianoids 
lacks the gameplay and general 'finish* that we've come to 
expect from ultimate " 




PAUL i 



" Ultimate return with a new distributor* but the same old 30 game 
The graphics have taken a dive since the days of Knight Lore. These 
don f seem fo nave the appeal or the colour of the original stuff The 
control method is much too slow and unresponsive to use success- 
fully t loved the old stuff but this « something completely drtferont 
Don't buy ri because of the n&me. " 



extra points When energy levels 
become low, batteries about the 
Brain can be used for recharging, 
An indicator at the base of the 
screen shows battery level, should 
it drop to zero, the droid loses one 
of its lour lives. 

For defence, the droid carries 
lasers and blasters capable of 
destroying Aliens. Their use 
requires care if infernal waits, 
active components and replace- 
ment cones are not to be taken 
out. A score is awarded lor each 
Mamanoid tilled. 

The photon weapons of the 
Martianoids can destroy all that is 



Li ke Hemp 

eejt , * 
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I ajefpst their way Into the Brain of fftsrken. (Mf your 




m their path. Components that 
have received damage can be 
substituted using Replacement 
Cones and the droid ' s ' pick up and 
drop' facility Should all Active 
Components in a sector be 
destroyed then that sector is dead. 
Replacement Cones can be used 
to block off disposal chutes, ii a 
program slips down one it <is lost. 

The droid's position, and that of 
the program wrlhin The Brain are 
displayed on a gnd map, The 
status of each sector is indicated 
by colour - while indicates sector 
activation, flashing red and yellow 
signifies an attack by Martianoids, 
whilst red means sector death. 

A scrolling display supples 
updated information on what is 
happening m parts of the Bram 
which is currently off screen. 

Control keys: C B M right. 
ASD... ENTER forward, 
QETUO laser, WRYfP 
blaster, t 2 3 .. Z SYMBOL 
SHIR pick up/drop 
Joystick; Kemps ton. Cursor 
Interface 2 

Use of colour: monochrome 
g area with decorative 
edges 

Graphics; smooth 3D anima- 
tion 

Sound: average tune and 
effects 

Skill (avals: one 
Screens: continuously scrol- 
ling map 

General rating: Not uptoUHi* 
mate's usual standard. 




5 
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DOCTi 
DESTROYER 



Producer; Melbourne 

House 
Retail Price: £7.95 
Author: Paul Kidd and 
Geoff Evans 

DOC Ihe Destroy er is the first 
of an advanced race of 
superbemgs wilh prog- 
rammable levels of strength, 
endurance, intelligence, luck and 
charisma. Each of these attributes 
is assigned a value, from a total of 
60 available points. And just as 
well too. for the bewildered Doc 
now finds himseH <n a scarcely 
habitable Earth of the far future. 

Remnants of the human race 
live in end around a city sur- 
rounded by an energy dome Soci- 
ety has divided into a band of 
Prints controlling the Tower of 
Knowledge, the populace who live 
m the rest of the city, and mutants 
cast from its boundanes 

Doc is accused of spying for the 
hated priests and becomes the 
Object of a manhunt. He escapes, 
hut with little money and only a 
wooden club for protection, 

Location descriptions scroll 
down the right-hand side of the 
screen - arcade adventure style - 
wilh a menu window displaying 
the available options. 




Producer: The Power 
House 

Retail Price: €1 -99 
Author: Grant Jaquest 

A Consignment of priceless 
crystals hes been stolen by 
&ias Msxirmilian, the meet 
wanted man m the galaxy. Only 
Luther Irontooth has any chance 
of retrieving them from Maximil- 
han's headquarters on a far-off, 
dead planet 

The crystals ere hekl m three 
storage vaults deep in a labyrinth 
of corridors Two vaults are readily 
accessible, but one is locked, and 
entry to it can only be made by 
finding and using five keys. 

Iromooth leteports down to the 
planet clad in full battle armour - 
here he's able to move left, nght, 
up and down, However, once 
mowing, momentum keeps him 
going until he hits an obstruction, 
or uses his blaster-pack to change 
direction, Luther possesses nine 
freeze bombs lo help him avoid the 
lethal embrace of vicious robots. 
Greeted m the form of jellyfish or 
flop-eared bunnies, they're simply 
programmed and only move in 



DoC'S CharactenstiCS determine 
his ease of progress - a high level 
of luck enables him to sfip past 
guards unnoticed, whilst the 
higher the degree of intelligence 
he possesses, ihe greater his acu- 
ity to influence the minds of other 
men. Our hero <s forced into com- 
bat with bounty hunters, horrend- 
ous hounds, and psychopathic 
tfugt. 

The endurance levels of Doc 
and his enemy are depicted as 
shrinking bars below the combai 
zone, diminishing with each sus- 
tained hit. A character dies when 
his endurance drops to zero. 



L 



CRITICISM 



1 



•'* I was eager to play this new 
release from mcuuxifihe houm as 
Cm a very Keen role- player. But l 
was really disappointed, this 
arcade-adventure places its 
emphasis on killing horrible little 
nasties and not much thought 
has been put into adventuring. 
Doc's facial expressions are 
nicety animated, as are most of 
the graphics - but the gameplay 
is a bit tedious, " 



L 



CRITICISM 



rV\ 



o f bu i l d i n g s . 
There is a broKen 
roadway to the 
Left, wh i Le in the 

you can 
see the energy 
dome and the city 
malt. Th ere is 
a tso a manho Le , 
through which you 
could explore 
unde r gr ound , 



city wa L L 

e 

Go Le r t 
Energy dome 
Manho i e 
ua i t 




Doc's wsa-aaimsM fan u pr rn i i his emotion at ■» Ktlan rolrt ilanfi, but 
Dm'! Iftttt else lo we in the game 



•" Doc the Destroyer is an 
interesting concept, but the idea 
has not been developed to its tuli 
potential. The graphics vary *om 
a superb Doc face that reads to 
your decisions down to a terrible 
fighting sequence. The best 
s cr e en is without a doubt the 
characteristics section - it's a 
game within itsett. Doc The 
Destroyer doesn't contatn enough 
to be km to piay. Doc is a good 
character, but the game doesn't 
suit htm, " 

Mrm 



•" The concept appears to be 
quits attractive, but its implemen- 
tation leaves a lot lo be desired. 

Why MELBOURNE HOUSE ShOuW USO 

the unattractive Sinclair character 
set for a game which relies so 
heavily on text leaves me mys- 
tified, The idea of having Docs 
face to convey the characters 
emotional responses to your 
actions Is a good one. and that 
remains the single best aspect 



L 



basic patterns -but particular care 
needs to be taken in the two open 
vaults, as the guard robots move a 
lot faster than Luther. Using a 
freeze bomb gives Luther five sec- 
onds m which to dodge the stun- 
ned robot and conl inue on his way , 

Remaining freeze bombs are 
displayed on screen, along with 
Luther's score, 

Diminishing energy puts a irme 
limit on the quest, and Luther's 
energy level is also shown on 
screen, with one of four lives lost 
when it reaches zero 



1 



• ■ This takes me back. Soma 
time ego. most Spectrum 



were similar to this - 
playable enough then, but not 
now. Did the graphics have to 
be as simplistic, undetailed and 
uninteresting as they have 
turned out? The sound, too, is 
well below average with no 
tunes and generally dull effects. 
Even with the addition of a free 
game this represents poor value 
for money. " 

BEN 

• " Budget games are all the rage 
this month, so Cyrox has a tot ot 



Clad In h« b*M* armour. Luther 
kontootfc raaamMaa Bn moot from 
fsaet rs aft's dt eafcoi dto, f actory 
BrBifcDul - and indeed, ihs (ant 
harts beck to that period. 




COMMENTS 



1 



Control keys; O up. Z down. I 
left, Pnghl. SPACE fire 
Joystick: Kempston, interface 
2 

Use of colour: two colour 
playing area, but colourful 
illustration left ol text window 
Graphics: basic and Simply 
animated 

Sound: little more than white 
noise 
Skifl levels: one 
Screens: two 

General rating: A good con- 
cept, let down by a poor 
implementation 




competition. Run-of-the-mill 

graphics otter fairly smooth ani- 
mation, a few nicely drawn charac- 
ters and lots of tasteless colours. 
However, despite Gyrene's many 
primitive aspects, I quite enjoyed 
playing it for a while Powerhouse 
have had a good go at producing 
a decent shoot 'em up, and they're 
providing as much as you can 
expect for £1 .99, " 

GAflETH 



L 



COMMENTS 



l 



Control keys: Q up, A down, 

left, P right, fvt Freeze Bomb 

Joystick: KempSton. Cursor. 

Interface 2 

Use of colour; reasonably clash 

free, if a hit tasteless 

Graphics: small characters and 

lerky scrolling 

Sound: varied spot effects 

Skill levels: one 

Screens: three scrolling screens 

Genera) rating: A below average 

budget title. 



Presentation 
Graphics 
PI ay ability 
Addictive qualities 
Value for money 
Overall 


41 

36% 
50% 

46% 
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Producer: Argus Press 

Retail Price: E9.95 

Earth has been captured by an 
evil race. The Insignians. Pat- 
rolling the planet in robotic 
war machines, they keep the 
i in slavery, 
with all dictatorships a seed 
oi resistance grows For ihe first 
time since the insigman domina- 
tion, an enemy base, Kerberus, 
has been captured by the forces of 
Captain Fergus McCaffery 
Human hope is rekindled, the 
invaders can be defeated, but only 
if their three remaining bases can 
be destroyed. 

Jgareth L_ 



" Nether Earth is groat run, 
especially when it comes to 
butid>ng your own robot - the 
inlay card is welt worth a mad 
before designing commences. 
The graphics am reasonably 
good and the characters are 
well defined The layout and 
shadowmg effects are reminis- 
cent of Zaxxon, and make the 
position of your anrt-g/s v vehi- 
cle very easy to distinguish. 
The best feature is that there is 
no annoying sound to put you 
off. except when you attack the 
enemy which is a great help. 
The game is a bit expensive but 
welt worth it. " 



This same machine ts used in 
the production and control of 
Resistance robot forces. Landing 
on the anti-grav pad at the home 
warbase gives access to the robot 
production schedule. 

The home forces atari with 20 
resource units, {labour, parts, 
materials and forces) to their cre- 
dit, to which units are added each 



BEN 



" Apous phe» seem to be good at releasing original game* that 
lack severely in gameplay and content Nether Earth does a lot to 
change this though, being a strange mix of strategy and action 
that works surprisingly well. This appeal may be short lived 
though as it becomes a little monotonous when you start to lose 
(and you lose a lot in your first couple of goes). The sound is 
above average, there are some effects during the game and the 
mustc on the title acrean Is very good considering the limitations 
of the 48K machine. Well worth a look a nd a great improvement 
from aaous. " 



day from their faciones and war- 
bases. War machines are built 
from these for combat, defence or 
factory capture. 



Sm enemy war lactones are 
scattered around the playing area. 
None are currently in production, 
but they are activated by the arrival 
Of first enemy robot. Putting these 
plants Out Of commission prevents 
the lns*gniaris from rebuilding their 
stocks of weaponry. Time is 
limited, and The longer McCaffery 
takes to assemble and deploy his 
forces, the stronger the enemy 
becomes 

An anti-grav machine is used tor 
reconnaisance flights, above 
enemy territory and across lormid- 
able landscape A radar at the 
base of the screen shows the pos- 
ition of the robot under control, m 
relation to other robots and the ter- 
rain 




allowed to act mdependertity. 
searching for and destroying 
enemy targets that come within 
their range. 
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J MIKE L 



" I didn't really like 
Earth the first time I played it - 
it wasn't loo long before the 
game really began to unfold. 
and when it did. Hound it much 
more playable, i especially 
enpyed the robot building 
sequence, but the rest is 
equally worth looking at, It's 
not a fast aggressive shoot 'em 
up as the inlay might lead you 
to believe, but it is tun and quite 
reasonable at the price. " 
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Different robots possess differ- 
ent capabilities and functions - a 
tracked chassis gives good man- 
oeuvr ability, but is costly, whilst an 
anti-grav chassis can fly over any 
ground lype. but is more expen- 
sive still Weapons such asphaser. 
missile and nuclear modules all 
have different ranges and lethal 
forces. Enemy bases and faciones 
can only be destroyed using the 
nuclear capability, but this takes 
out anything, including the carry- 
ing robot, wrlhtn an eight nvle 
radius. 

Valuable resources are used as 
robots are assembled, wrtb 
remaining units shown on the right 
hand side of the screen. A 
maximum oi 24 war machines can 
be constructed by either side, 

Robots are controllable by land- 
ing the antt-grav machine On top 
ot them , they can then move to the 
left or right, up or down, between 
buildings, ihroogh rough terrain 
and around ravines. However only 
one can be controlled at a time. 

Each of these war machines can 
be fed with instructions and 



, I COMMENTS I , 

Control keys: definable up, 
down. left, right and fire 
needed 

;Kempst on, Interlace 



Z t Cursor 
Use of colour, monochroma- 
tic playing area 

Graphics: simple perspective. 
but effective 

Sound: good tune and above 
average spot fx 
Skill levels: one 
General rating: An engaging 
game after a few plays, which 
rings some iresh changes on 
older themes 



Presentation 
Graphics 
Payability 
Addictive qualities 
Value for money 
Overall 
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-Aaf a faw Hf»as batwaan 
continental hatsti and yat 
mora hatry escapades to 
say head to mi my fans 
and invite you on my most 
aidting and exacting journey to 
data, a whtstia stop tour oftfm 
capitals of Europe acquiring mora 
than just the ioca/ scenery on 
t ha wag 

Oops must dash... ganoWmm 
hat on my tad WX write again 
soon with mom news of my 
txhtiaratrnQ escapades -and 
growing booty bag. 
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QUALITY APPROVED 
REPAIR CENTRE 



HOW TO 



SPECTRUM REPAIRED FOR 




TEN • REPAIR SERVICE 




wmlp you wait service including 
t omputer spare parrs over the counts 
An computers mhv overhauled and *unv 
tested before return 
fully insureofcr me return journey 
F i «ea us* or ice of fit 95 including oosi 
OiCKnigjruJVAT i Noil Btfiwn pr i c# 
of really up to £10 00 wnich some of our 
compe mors j re Quoting i 
Discounts for schools ana colleges 



BFSr SERVICE 



Prve too flames worth 09 00 for vou to 
en^oy ana piay wnn every spectrum repair . 
We /epjir Comrnrjcfare' 64 S V*C JO S 
Commode re 1 6 s in a Plus 4 & 
Trie most go to date test equipment 
developed oy us to fully test ana find a» 
faults within yout computer 
Keyboard repairs soect rum rubber key 

DOaroS Only fj 9S 

J month written guarantee on all repairs 



Z7— r 






ARE YOU ANOTHER CUSTOMER ■ fed Up 

waiting weeks for your estimate? 

heed your computer repaired fast' then send it now to the Number One Repair 
Company in meUK.or can inandsee us at our fully equipped 2. 500 square foot worvshop 
with ill inp latest test equipment available you are more man welcome 

we win repair your computer while you #ait and neip you with any of your technical problems 
Commodore computers repaired For only ess 00 Pi ease note we gave you a iros kow rhw 
prtte of tl9 95 which includes return post and packing. VAT not a between price like some 
other Berw companies offer weflon TJslivoiirOttrta'ar.neGueinforthernatimumanwiinijrw 
shoe* you with repair bins CM upwards Don't forget we are Amstrad aproved for auawv mo 
Speed don't nsVyOurcgmputerfojnyrjtherijflaythcVisedrepaircentre we rtontivst repair the 
fault and send your computer back we give your computer a - 

OVERHAUL WITH EVERY REPAIR WE DO:* 

we c« reci colour sound Keyboard Check the loading wc saving chip, Put new feet on 
the base if required cnett 'or tun memory check an sockets inciuflfna Hf/mfke and replace 
wt*re needed aii tor an inclusive price of us 9S including vat m parts insurance and pott 
and packing no hidden extras whatsoever we don r t\>vt to boast too much about our 
service as «e rtave thousands o* cusiomef s from an over the worto riiohry delighted with rjur 
service a first class reputation for speed and accuracy Oon t forget *# ai» now have i 
Service Branch m Manchester City centre for wnne you wait service 




SPECIAL OFFER 
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Update Your Rubber Keyboard 
to a New Spectrum* 

Fitted for onh £31 90 - ci » post ft pacing 

i iuw d i v «it avanab«e for only (24.95 
• d wpostspacwngi 

your Spectrum repaired and upgraded to 
a soectrum Pius for suetuu o*f*r once of 
£50.00 complete lifted offes 

same ctav service 



stway 
riooon cable to 
ejftefkd your porn tor 
your peripherals 

£10.95 

plus Ci 50 P I P 



REPLACEMENT 
POWER SUPPLY 






SPECIftL OFFER 1 



__7_ j j _in jjfDi rtrtTt w™ 




Spectrum replacement 
power tram-former 
luitane for all mates 
or computer » ts 

piai ( 1 » p A p 



D.I.Y. 

CORNER 

we regret we cannot 
show ak the component 
avanjbif Jusi give u s a 
call and we can quote you 
over the phone delrvery 
bv ist dais post 
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COMMODORE SPARES 



1*00 
19 00 
19 00 
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It 00 
1900 
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Spectrum keyboard 
membranes 
i£5.50 plus £1 SO p & p 
Spectrum Piu^ spare 
kr>vboard mem praties 
Cl2.90Dius£lS0ptp 
\2XS1 memoranes 
£5.00 Plus £1 SOP 10 






VlDEOVAULT HEALTH WARNWG'H 

Sending vour computer to any other ftepatr Centre tan senoustf bemagt its Heitw ■ 




cofnmodore 
replacement power 
transformer £29 00 
piutCi Mpip 
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140 Hign street west, giossoo. Derbyshire SK15 am 
Tel: 04574 -66555/67761 Head office & access orders queenes 
Mancnester QG1- 256 0376 wwie you wait reoair centre only 
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The Videovault will shortly be releasing the 
most up to date and exciting catalogue ever 
produced , ou r team of ex pe rts have scoured 
the globe to find you all the latest software 
and add ons for your computer, all the 
latest in joystick technology, all the top and 
tested software titles al I at great discounts 
to you. Anyone can apply now using the 
coupon below and enclosing 2xi8p stamps 
for your free copy. We have all the top 
branded items available, delivery by return 
post (our usuaJ standard). All goods carry 
"*Y our guarantee of satisfaction. Never has 
-*' such a catalogue ever been produced 
before, 

We will be updating the products a soon as 
we have all the latest news available to us. 
on all the latest technology. 

SPECIAL EXCITING OFFERS ON EACH ISSUE 

Top reviews, a 1st again for the video vault, 
the No/l computer company In the UK. (we 
must De asall ou r competitors keep copying us.) 



ft 



SPECIAL 

BONUSj 
OFFER* 



the 1st 500 customers 
ordering from our 
new catalogue will 
receive free of 
charge a quartz 
digital watch. No 
minimum order 
value required. 




SHOP UNDER 

ONE ROOF FOR ALL^THE 

TOP PRODUC TS AVAILABLE 

A SAMPLE OF 
OUR FANTASTIC 
DISCOUNT PRICES 

The Saga Lo Profile 
Professional Keyboard 
Recommended ^_ A M 
retail price £39. 95 
videovault 

discount £>«%o en 

price only tZO.jU + £1.50 post + packing 
Computer repair and upgrade to Saga 
£50.00 complete. 

me saga lo profile Keyboard has 52 full 
travel keys, featuring a separate numeric 
keypad and printed keys. Your Spectrum 
fits securely inside the housing, 
Dimensions: 22x44x5cm. Suitable for 
Spectrum 1&/48K and Spectrum Pius 



total £30 



OVERSEAS! 

ORDERS 

MOST 

WELCOME 



I PLEASE RUSH ME YOUR EXCITING NEW CATALOGUE I 

, .j-tIAS soon as it is available hot OFF THE PRESS. I 

^»?2ri I ENCLOSE 2x18p STAMPS TO COVER POSTAGE COSTS I 

I MR/MRS/MISS 

■ address 



POST CODE 



8L0C» CAPITAL CLlHt 



| CUT OUT THIS COUPON AND POST IT TO: 

■ VIDEOVAULT LTD CATALOGUE DEPT, 140 HIGH STREET WEST 

"GLOSSOP. DERBYSHIRE, SK13 8HJ ENGLAND 
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KORONIS RIFT 



Producer: Activision 
Retail Price: E7.99 
Author: Lucasfilm 

Abandoned technical sys- 
tems are worth big dollars, 
so techno scavengers like 
yourself search unknown worlds 
tor scrap. At last you have found 
the b*g one. you have discovered 
the ET Dorado of technology - 
Koronis Rrft - a mountainous 
ptanet cut by valleys, where the 
Ancients once rested their power- 
ful weapons. 

Qut first the plane! must be 
checked out. So wrth Psytek, the 
Science Dro*d Systems Analyser 
controlling the orbiting Scoutcratt. 
you descend m a Surface Rover 
carrying a Repo-Tech (RTJ Robot 
On landing, the planet's surface 
is revealed, with an illuminated dot 
display indicating the nearest con- 
centration of Ancient technology- 
Starting at the top of the display. 



I MIKE L 



" There's a loi to get used lo in 
Karonis Ptft, but it becomes 
enjoyable when you get the feel 
of n. The graphics are unusual. 
and despite bemg a little Jerky 
they're qurte impressive There 
is a distinct lack of sound; I 
didn't notice a tune and the 
effects are minimal - play it 
Wrth your Walkman on<! Obvi- 
ousiy . it 's not as good as its sis- 
ter versions, but taking into 
account the fact that it wasn't 
designed to run on a Spectru m 
someone's done a good job. 
Definitely worth a look - a 
shoot 'em up wflh a differ- 
ence. " 



the Rover moves m the direction of 
the hulk. A dnve system moves the 
craft to the left, nghi and forward, 
with speed and engine status 



from LucntMm vWnata trio fmtetpe rhrougti which you tr mi. 
out tor thou dsngwots Guardian Saucers' 



J RAUL L 



" I fee/ sorry lor thepeopie fhaf had the job at translating this forme 
Spectrum -bui they've done Quite welt consktoring. The graphics are 
of the same type used tn Rescue on F ractalus. with a superior choice 
of colour. The ship moves quite slowly, but the robot m mkt-sectton 
is nicely animated. The trading and fights are good fun to start with, 
but the gamepiay contains Uttle else. The main problem is thai the 
Spectrum wasn't designed to be converted to, so maybe next tone 
lucasfilm witt try something original 



Shown at the top of the screen. By 
reluming lo the Scoutcratt and 
selecting the appropriate option 
the newt, or next but one rrft can be 
investigated. 

To heJp myour efforts, the Rover 
carries up to six modules: Laser, 
Defensive Shield, Generator, 
Power Reserve, Radar, Enemy 
Detection equipment, Propulsive 
Drive and other, as yet unknown 
systems. Additional systems can 
be overseen using the supplemen- 
tary monitors at the top of the mam 
screen and are incorporated in the 
Rover using an 'Add Module' 
option. 

Guardian Saucers attack in an 
attempt to frustrate your scaveng- 
ing plans, these can be destroyed, 
or evaded by cutting through 
passes and staying close to moun- 
tains. 

The Rover carries a shield and 
laser based on one of six drfferent. 




* Ptyttk tht trwndty en-bun) andtcwJ f riuUy mak» H to the Spectrum semen 



J BEN L 



" Kotows Rift is the type of 
gam* which takes hour* to 
get started, there are so 
many different functions to 
get used to. However, once 
mastered it's is great fun to 
play - basically it is a shoot 
'em up game with a tot of 
add-ons. The graphics are a 
bit of a problem though; too 
much colour has been put 
into the very detailed charac- 
ters, generating a fllckery 
end messy screen. There is 
also a definite Lack of sound, 
but this doesn't cause arty 
problems. 




eJeCtromaonelle energy frequen- 
cies. Shields defend best against 
a similarly coloured attacking las- 
ers but ere less effective against 
other colours, whilst lasers are 
most desiructrve againsi dissimi- 
larly coloured snieWs. 

Ail Rover systems require 
power, with 1 Q% being given over 
to weapons When non-weapon 
systems are under-utilising 
energy, the excess is transferred 
to attack and defence systems. 
Insufficient power causes systems 
to operate at reduced efficiency, A 
reserve power display at the top of 
the screen indicates levels availa- 
ble for weapons, if these are low 
shield efficiency may be impaired. 
The same display is used to deter- 
mine the requirements of addi- 
tional modules and so avoid 
excessive energy drams. The 
acquisition of a beefier generator 
unit increases power levels. 

High radiation levels make it 
dangerous lor you to leave the 
safety of your Rover whan a hulk is 
discovered. By stopping the Rover 
close to the wreck and using on- 
screen options, the RT Robot col- 
lects and brings back useful sys- 
tems. Noi all hulks contain useful 
equipment, and only by returning 
lo the Scoutcratt and using the 
analysing Psytek can you realty 
determine what is is ol true value. 

The Scoulcraft can be returned 
to at any time where the science 
Drotd Psytek assesses collected 
modules which pass before it on a 
conveyor. An inventory of stored 
modules can be called upend indi- 
vidual items analysed or disman- 
tled 



i COMMENTS L 



Control keys: A/D reft/right, S 
to move forward/stop, zero to 
fire 

Joystick: Kempston, Interface 
2, Cursor 

Use of colour: quite rich 
Graphics: famous fractals 
stnke again , and work very wen 
Sound: no tunes and minimal 
FX 

Skill levels; one 
Screens: 20 rifts 
General rating; An imagina- 
tive science fictfon game, 
transteted to the Spectrum 
wrth reasonable success 



nt.itton 
Graphics 
Payability 
Addictive qualities 
Value for money 
Overall 




PSI 5 TRADING 
COMPANY 



Producer: US Gold 

Retail Price: £7,95 

Author: Mike Loreruen and Miml Daggett 



The Psi 5 trading company 
carries anytnmg. anywhere, 
anytime, it has to it 

needs the money. Ai present frw 
big dollars era earned hauling 
freight through the Parvm Frontier 
to me beleaguered mining settle- 
ments beyond. 

As captain you have control of a 
freighter heeded tor that space 
quarter. Courses and cargoes can 
be chosen lo maximise reward - 
but the larger the profit the greater 
the danger: space pirates are 
active en route, and may attempt 
to board. But try and avoid them 
and you could be forced onto a 
route too long for your perishable 
cargo, 

Candidates lor the six crew are 
avaiiaole, including aliens, droids 
and humans, The ability profiles of 
potential candidates can be vie- 
wed and their suitability for the 
mission assessed. Select the crew 
with the best abilities for your jour- 
ney - success may depend upon 
it 



J MIKE L 



" From all the glossy adveflis- 
•no and packaging, I was realty 
expecting a good game. As rf I 
didn't know betterl The con- 
cept is brilliant, wrfh stacks of 
potential for a mega game, but 
us gold's version is far from 
That I'm nol saying that it's 
bad, but rf a game can be both 
mind blow ingly complicated 
and still have insufficient con- 
lent to make it interesting, then 
Pm 5 Is Just about aa good a 
cross as you'll be able to And 
Essentially . r a a run . but t think 
my general feeling, coming 
away from it, is one of disap- 
pointment. " 



The mission can now begin, 
As ship's captain, you sit before 
a two screened communications 
console, a space scan on ihe left 
and with the portrait of the crew 
member you are commanding dis- 
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J PAUL L 



• i was raaliy Soaking forward to this strange tradmggame- the thing 
is that it 's jus/ a bit too strange for my fiking. The whole presentation 
at the game is fuilotcofour (and clashes), butts letdown by the input 
method used, and the over-responsive keys. I tried all I could tor 
ages, but dtdn t feel that i could get anywhere with it Psi 5 on the 
Spectnjmatsi doesn t work at all. i"m extremely disappointed with it 
as it's no fun to play. " 



played on ihe right. Screen indi- 
cators give weapon status, 
motion, speed and heading. 
Using the ship's communcatjon 
system, messages can be passed 
between departments, tasks 
assigned, priorities changed, 
commands added or counter- 
manded. Crew members do obey 
orders but are a wilful bunch, and 
can lake it upon themselves to 
perform tasks if not instructed 
quickly enough, 

Ail departments are under the 
Captain's ultimate control - whilst 
giving orders to one department 
the status of another can be mom 






lored on the Icon display. From the 
navigation department course and 
speed can be set and evasive 
manouevnng performed; a risk 
monitor indicates il msurmounta- 
bte odds be ahead. 

The scanning department 
tracks and identifies other craft 
and works closely with the 
weapons section. From here 
target information, ammunition 
status and past performance of 
personnel can be checked. Both 
friendly and hostile ships can be 
destroyed, so they should be iden- 
tified before engaging 

Equipment power is regulated 



JQAHETH L 



" This la not a typical arcade game, but ft has plenty of fast 
action. To get anywhere you need to persevere . due to there 
btkig SO many th in g s to m on ito r at the same time . The Impressive 
Instruction sheet comes in very handy for the first play, as It 
d es c ribes each aspect in great detail. The gam* ftsert Is quite 
impressive, each crew member bj given character and personal- 
ty by well animated and colourful graphics There's very little 
sound, but it's not needed and would be annoying. Overall Psi 5>S 
. i dd i ctiv e with its a mooth running , but it probably won ' t appeal to 
any arcade game freaks. " 



►■ From row commtnd console, you can 'talk' to the Human, atfSii and •ndrekJ owe, » wel at Amdfng thata sctlons. 




from ihe engineering department, 
Engines and defensive shields 
(which require a minimum energy 
flow to operate effectively} eat into 
the ship's power reserve. In order 
to efficiently manage the ship's 
systems, different departments 
can have their power shut off to 
conserve energy. 

The repair department under- 
takes damage assessment and 
rectification to the ship's equip- 
ment. RobooVoids can help the 
repair department's personnel, 
but are not continually available as 
time is taken re-allocating them 
between tasks, ctflecting tools or 
travelling to damage sites. Certain 
crucial items should be fixed as 
soon as possible - cargo support 
devices, He support systems, and 
power reactors are essential to 
your operation, Should the ship 
ever be allowed to flounder in 
space with dead engines, shields 
and weapons, pirates can board 
and loot the cargo, 

Protect your ship from too much 
damage as repair costs are deduc- 
tible from your overall profits 



COMMENTS 



Control keys- left/nghl cur- 
sors. Caps Sh ift to lire and cur- 
sors plus Enter for crew selec- 
tion 

Joystick: none 
Use of colour: lots of colour, 
but some inevitable attribute 
dash 

Graphics: detailed and nicely 
animated 
Sound: very little 
Skill levels: one 
Screens: one mam playing 
screen with sub- screen detail 
General rating: A great game 
thai has somehow tosi poien 
lial in implementation; more 
appealing to strategists than 
arcade players 



Presentation 
Graphics 
PI ay ability 
Addictive qualities 
Value for money 
Overall 
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SHORT CIRCUIT 



Producer: Ocean 

Retail Price: £7.95 
Author: Paul Owens 

Our hero. Numb* Five ts no 
ordinary robot - well, not 
any more anyway. All was 
fine, until ihe unfortunate android 
was struck by a freak bolt of I ightn - 
ing which raised his logical cir- 
cuitry towards the level of human 
consciousness Now. to all inients 
and purposes he is 'alive" - and he 
praters it that way, 

Number Five' s creators, the sci- 
entists f rom the Nova Corporation , 
want to pull him apart diode by 
diode, in order to find out how his 
circuits have been able to assume 
human qualities, This doesn't 
make the nouveau human particu- 
larly happy, and he begins to plot 
his atOfapf 



BEN 



•* I dortt know whet to make 
Of Short Circuil- The first perl 
lacks depth, but is somehow 
still compelling - and the 
second Is merely an arcade- 
pattern gam* (which also 
for some obscure 
i). The graphics are 
very good, with the main 
character well drawn and 
animated - the rooms and 
backgrounds are also pretty 
(If a tittle sparse). The sound 
la up to ocean *s usual high 
standards; there's a great 
tune on the title screen and 
some useful effects during 
play. Short Circuit works well, 
but I'd recommend s couple 
of trial pkiys before buying. " 



The game takes up the story m 
the Nova Robotics building, with 
The factory complex displayed m 
isometric perspective - thai is. 
three of trie current room's four 
walls in view. Number Five is not 
yet fully equipped to escape, and 
begins by collecting a few items to 
expand his powers. These add the 
capacity to lump and fire a laser to 
his basic capability of simply 
trundling around, A computer 
printer in the status area monitors 
Five's activities, and two bar 
meters reveal (he status of his 
laser and mechanical frame 

To escape. Frve has to log-on to 
the Nova computer. This gives the 
robo-hflfo access to three prog- 



] 



ram routines: Search, Read and 
Use. Search is the most vital, 
enabling Five to examine desks. 
cupboards, coat racks - m fact, 
anything in the factory where 
something useful might be hidden. 

linking doors between the 
rooms are occasionally locked, 
while others require a security 
pass. Therefore, finding keys and 
passes is high on Five's agenda. 

Before Number five can attempt 



J RICKY L 



" StKxtCfrcmt is one of the best film licences for ages and represents 

Ci value with the inclusion of e second, and very different, game. 
first part, the 3D arcade adventure, is constructed well with just 
the right amounts of exploration, puzzles and thought involved. The 
scrolling printer on the status panel works to good effect giving what 
COuJd have been a rather dull information screen a bit of life. The 
second part may prove frustrating as Five has only one life and it's 
really a matter of gradu aBy learning what happens when- and n^aking 
sure that you're positioned in the right place. Wei, worth checking 
out " 



can jump and fire, but his shots 
ar ant deadly -the guards are sim- 
pry stunned. Other Nova Robots 
also pursue Five, and like the 
Guards, they can be temporarily 



there without being detected by 
the Nova Helicopter, he can make 
hts escape to freedom. What he 
gets up to then is another story 
altogether . . . 
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■> Doing j spot of desk work - Number Five attempts logging onto the Nova Robotics antral cwnpuier In search of his destiny 



lo leave he needs to have m his 
possession ail the correct objects 
and components. If anything has 
been left uncollected, he's 
immediately captured. A success* 
ful escape allows the player to load 
up the second half of the game -a 
frantic chase . 

The chase sequence sees Five 
dashing over a horizontally scrol- 
ling rural landscape. Number five 
is so sensitive thai rf he injures a 
creature, grief overloads his erne- 
l ton circuits, immobilising him for 
a while and leaving him prey to the 
Guards who follow his tracks. Five 



disabled by laser fire. While the 
fugitive is busy dealing with his 
pursuers he must also avoid 
hazards such as rocks, logs, pud- 
dles and the occasional lake - fal- 
ling frri o the lake is fatal , as ri shorts 
out the robot's circuitry. 

A van awaits at the end of the 
chase, and, providing Five arrives 




J PAUL L 



" Okay, so the film was quite 
good for the most part, bur 
ne-m has captured hone of its 
excitement or cuteness 
Nvtnbar five moves much too 
slowly tot my trktng, and tokos 
far too long to mad to joystick 
movemenfs The first staga 
contains some ntce scenery. 
but the genera/ presentation is 
voryha/don the eyes Thesec- 
ono* stage is very repetitive, 
and is no tun at ail. Short Circuit 
rs verybonng. and hasn't used 
the good points to bong it to 
hfo. 



I COMMENTS L 



Control keys: definable 
Joystick: Kempslon , Interface 
2. Cursor 

Use of colour; monochroma- 
tic on first game, and reasona- 
bly colourful on the second 
Graphics: good use of per- 
spective, and lively 
Sound: funky tune and spot 
FX. with more tunes on the 1 28 
version 

Skill levels: one 
Screens: 64 

General rating: Takes two 
popular aspects of Spectrum 
gamtng and presents them 
both fairty wet), Worth a look. 



Presentation 


7n« 


Graphics 


70% 


Playabilrty 


70% 


Addictive qualities 


69% 


Value lor money 


68% 


Overall 


71 ■ ; 




Producer: Firebird 

Retail Price: E1 .99 
Author; Andrew Rogers 

The ensuing battle between 
the Federal Resistance 
(hooray!) and the imperial is- 
tic Galactic Empire (boo, hissl) « 
still raging. After Ihe successful 
mission m Thrust you have once 
more been deemed fit to take on a 
new task; one that takes you to 
P21 12. a planet captured by the 
Resistance sometime- earlier in the 
war. The planet is atmospherically 
incomplete but the Resistance 
desperately H as a base, so your 
mission « to collect valuable orbs 
imperative for construction of a 
purification generator to clear the 
atmosphere 

As in Ihe original Thrust the 
player controls a small triangular 
ship which can be manoeuvred 
either clockwise or anti-clockwise 
and then thrust in the appropriate 
direction. The screen scrolls in any 
direction so your stup generally 
remains in the centra while the 
landscape moves around it. 

The first orbs are found on the 
planet's surface and provide man- 
oeuvring practice before penetrat- 
ing the underground City below. 



This is a vast underground net- 
work of tunnels and open caverns 
guarded by Imperial androids - 
colliding with either the walls or the 
droids automatically deprives the 
player of one of ten shields. 
There's a way in which to dispose 
of the androids -by using a chem- 
ical agent stored in boxes inside 
the planet. However, experimen- 
tation is necessary as not every 
chemical works with every 
android. 

As orbs are removed from their 
holders and collected they are car- 
ried along by a force field, rep- 
resented by a dotted line sus- 
pended from the ship. As the ship 
thrusts the orb moves with the 
inertia created: An extra problem 
Is that the orbs ail vary in mass so 
each has a different level of inertia, 
if trie orb is destroyed so is the ship 
and vice versa. The game finishes 
when ihe purification generator 
has been successfully buili. 



F 



CRITICISM 



1 



• " I didn't think this would be 
as good as its predecessor, but 
even so I was expecting a little 
more in the way of gameplay and 



The orbs to be found on the planet's surface are more lor practice Hun 
Anything rise 



content than this. Surety some- 
one could have thought up a 
more original or exciting plot 
than this. Thrust It would be beer- 
able if the gra phi cs weren't so 
awful - as it stands though the 
fllckery scrolling is enough to 
put anyone off playing lor more 
than a few goes at a time. Even 
for budget software this is 
below average - not recom- 
mended. " 



• " What a pity that the follow up 
ended up looking and playing like 
this. Cm not saying it s a bad game; 
just ihai the original Spectrum ver- 
sion did have its problems, and l 
wouldn't have thought they'd be 
too difficult to fix on the sequel. 
Unfortunately, it seems that 
they've just seen frt to update the 
scenario and make a few adjust- 
ments to gameplay. It still suffers 
from some ol the worst scrolling of 
any Spectrum arcade game, and 
the graphics are small and not par ■ 
ticulBrty eye-opening. Mot one I'd 
recommend hastily to ThruSf fans, 



though at £1.99 some may wail 
look upon ft as good value. 



L 



COMMENTS 



i 



Control keys: Q/W lefl/nghl. P lo 

thrust, L to pek up orbs, Space to 

fire 

Joystick: none 

Use of colour very limited 

Graphics: small and linear with 

very jerky scrolling 

Sound: poor 

Skill levels: one 

Screens: scrolling {of a sort) play 

area 

General rating: A disappointing 

also-ran lol low- up. 



Presentation 

Payability 
Addictive qualities 
Value for money 
Overall 



TRIVIAL PURSUIT 

QUESTION PACKS 1&2 . . . 



Doma 



The best pan of a year has passed 
since we first saw a copy of Trivial 
Pursuit on the Spectrum I can 
imagine that in this length ol time 
many copies have been shelved 
because ihe amount of questions 
were limned, with repetition set- 
ting in as more games were 
played 

Surprisingly, qomark have 
wailed until now to release another 
adult question set, and have fol- 
lowed the makers of the board 
games quite closely by bringing 
out a Baby Boomer edition. 

The Baby Boomer edition is 
based on one ol the most exciting 
periods of our time', well that's 
what the Inlay says, and to be fair 
it does offer a tot more enjoyment 
than the highbrow Genus edition 
The questions are concerned with 
three decades, the fifties, abdJea 
and seventies, and their entertain - 
mam and events. Aimed generatty 
at the baby boomers' (children 
bom during the post-war baby 
boom) this question pack covers 
such topics as ihe Silver Screen. 
Broadcasting, Publishing, News 
(or olds even). The life and times 
of and R.P M which is the 
music heading, 



Although a little too Yuppie for 
my dking. I strongly recommend rt 
as a replacement for any worn out 
Genius I question tapes , . just 
who was that last man on the 
moon again? 

The Young Player edition has 
been around since just before 



Christmas and is basically a 
simplified Genus edition, great for 
the seven to eleven year olds, but 
not much fun tor anyone else. The 
different headings are; Games/ 
Hobbies, People/Places, Good 
Times. Nature. SoienceVTechnoi- 
ogy and (rather surprisingly) Art 
and Culture. There's a great deal 
of variation in difficulty between 
the questions, which might put 
some of Ihe younger players off. 
Here are two typical posers as an 
example: 'How many years are 
Ihere in a decade?" and ' In which 
film did a nine year old Tatum 



O'Neal receive and Oscar for play- 
ing a torn -boy?'. This is not as bad 
as it might have been, as harder 
problems are more often than not 
accompanied by a set of multiple 
choice answers. 

Both • unrload ' packs cost C7 95 
and consist of about 3,000 ques- 
tions. The new question sets can 
only be used in conjunction wtih 
the original game, or alternatively 
an whole new pack can be 
obtained tor CI 4.95. 

So whether you're a baby 
boomer or a baby boomer's baby, 
or whether you drive a pram or an 
XR3i. oowARK have something to 
keep you guessing. 

by Ben Stone. 




CuPtVur. 
I 
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AUF WIEDERSEHEN MONTY 



Producer: Gremlin 
Retail Price: £7.95 
Author: Peter Harrap 

The good irte IS Over few Monty 
the chubby mote. Having 
escaped from prison to a 
hideaway in Gibraltar, the viaairv 
ous borrower from Monty on the 
Run imds ttiat he's no longer safe 
from the attentions of intermoie. 
the international crime fighting 
or ganisal ion 

Monty's, only hope of salvation 
lies on a Greek island, but only if he 
can acquire sufficient monies to 
buy it. Before he can do that the 
rascally digger musl pass through 
Europe, performing at least one 
lash m each of its nations. The 
continent consists of 80 platform - 
filied screens These can be slip- 
pery or sticky, disappear beneath 
the mote's paws, blow him into the 
air or allow him to go walkabout on 
l heu undersides 

Monty moves left and right , and 
travels upwards by bouncing or 
using ladders As he progresses, 
the scratching scoundrel comes 
across items to hetp him to com- 
plete the required tasks, these 
include airline tickets and even the 
Mona Lisa. Such objects must be 
picked up (by walking into them) 
and taken to the right place before 
they can be of use. Up to four of 
these articles can be earned at any 
one time, with these displayed at 
the bottom left of the screen. 

Money is gathered in the form of 
lost Eurocheques, or earned 
whenever Monty completes a 
dodgy bit of business. Points are 
also scored, and a further six lives 
acquired, by picking up objects. 
Mr Moles account is displayed at 
the bottom centre of the screen, 
with the points total to ils left. 



If this excavating escapee is 
ever to possess frs Greek molehill, 
there are hazards which he must 
overcome or avoid. Monty isn't a 
good swimmer, and can drown in 
water, ball bouncing beasts brain 
him, flying hamburgers finish him 
off. and bottles of drink intoxicate 
him. Initially the mole has sin lives, 



with those remaining displayed at 
Ihe bottom of the screen 

Air tickets lei you into the A 
minats. from here you can fly to 
another location and straight into 
a dog-fight with the Intermoie air- 
force. Clock up the points and bro- 
ken baddies by shearing off the 
Intermoie lailpianes. 



JmcKYL 



" Auf Weidersehen Monty is written in Pete Harrap's usual style, 
instantly recognisable from the graphics and the Infuriating puz- 
zles. As usual it's a case of learning how to complete each 
screen in the beat way before progressing - it isn't always possi- 
ble to return to a screen below the present one. A planned route 
is essential if you're going to get anywhere as Just launching into 
a screen and hoping to do well is rarely effective. I'm quite happy 
with this, and wouldn't object to paying out Ihe eight quid asking 
price," 



t» Like any good tourist Monty likes lo gel to the top ol Itw Eihd Tower. 




p» Monty Mole is back again, bounding, taping and flying 



PH* tuurtp'l mun cjvwth 




J PAUL L 



"tVs been a long I <mff coming, 
but the latest in the Monty 
series con rafts aM (he atfrac- 
five points ot its predecessors, 
Monly has had soma graft 
moves added to his repertoire 
- the diving »$ especially 
superb. The countries contain 
distinctive scenic elements 
(such as the £0at Tower), but 
the screens don't possess any 
real individual characterise 
for instance ffwe's no 
Spaniards walking around the 
place or oranges on the trees 
>n the Spanish section, Aut 
Wtodersehen Monty is very 
playable - basfcaily more of the 
same with a few extra 
screens " 



Only when every task in the 
game has been completed, every 
Eurocheque collected and 
Monty's Swiss bank account 
number discovered, can the 
money be called safe and the 
island purchased. That done, our 
hero can toast his future and look 
out tor a gangster's mote. 



JM1KE L 



" It's been quia a while 
since there's been a platform 
game of thts quality bouncing 
around, so it makes a pleasant 
change from the continuous 
flow of arcade adventures and 
shoot 'em ups that seem to be 
i the review pages 
recently. Some may moan that 
it's the same as the rest of the 
series, but I ihrr s a 

good buy; colourful, smooth, 
attractive graphics, lots of dif- 
ferent screens , and an interest- 
ing and addictive game 
design " 



r-l' 



COMMENTS 



Control keys: Q left. Wnght, f> 

up, I down 

Joystick: Kempston, Cursor. 

Interfaces 

Use of colour; a multitude of 

colours with few dashes 

Graphics: familiar Monty Mole 

Btyfa 

Sound: a happy title tune and 

adequate spot effects - 128 

version contains nice music 

throughout 

Skill levels: one 

Screens: eighty 

General rating: A fine con t 

at ion of the long-standing 

Monty Mole theme. 



Presentation 

Graphics 

Payability 

e qualities 
Value for money 
Ove; 
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PULSATOR 



Vbur 'puhator' ha* no choice He ha* been placed m th* 
heart of a tenet of frrgr rttn ingr y dangerous complex maze* Tq 
escape, te mus r*k«e the is* mwirij 1\*s*ei eachon* 
captive on a different maze layer 

8m he ii not alone A variety of deadry and intekgent enemy 
putsntoo patrol the males, each with its own denom way of 
making irfe drffWcurt 

Blasting them to ptccct wM 00* always be the right thing 10 do - 
and anyway, its eaver sa>d than dor* 
A fast moving and «jd*ctrve same, r«qu»r»ng quKh reactions end 
quick thinking Ontr for those m search or a real challenge) 



NEMESIS THE WARLOCK 



Can Nemesis the Warlock fight hi* way through screen after icreen 
of vteioui lemwwtcxii to find and destroy fcwquemacln cruel grand 
Master of lermigriifr 

Wa*e upon v*« of the evil horde fat before ha gun or to crushing 
otrro from hi* rmghty sword tietetsua, but tun they come As the battle 
rage*, torquemada ewrti Wi twitted influence on the Katicrcd corpse; 
of hu demented followers and they burst grotesquely <nto life « deadfy 
icythe-wielcang lomtnei 
Bee ome M*me*<* the Warlock, from 8000 AD, and enter into ntfUmar* 
world - you may never r% rum" 



COSMIC SHOCK ABSORBER 



TOuare Cosmic Shock Absorber, Sautour of the Universe (hoptiufry'} 
Tim and Space * f**ng apart { again' \ 

Cocooned safelr In the eotkfft of rCnxCl raiutroupptr fighter forty four 
repayments left) It H your job to blast your way through the dl»PWt Contentions 
of cftaot to the source of We itself, the interstellar Lake of Pro t o i ol c 5»me U you 
matte it the ilnrwene may *mMv«, and most people wfl pay your t*lk 

But- wort a minute It's worse than tnat In the rush to get into the thick of 
the action - you forgot (he *How to Ptep** - Circuit Boards uvng. Ihe Phesenng 
IrOnWaTMff. 
Oh rto-Cc«infc Catastrophe »H Can Earth poutbty survive 1 



Spectrum Cassette £7.95 

Amstrad Cassette ££.95 

Disc £14 95 



Commodore m ■«« Cassette £8. 95 

Disc £1295 

M5X Cassette £9 95 

(PUMtof ft torn* ST¥jc» ACrtotK* onfyl 
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TRANSMUTER 



1 



Producer: Code Masters 
Retail Price; E1,99 
Author: Ian Richards 

When the Suns rays were 
no longer strong enough 
lo heat in* earth, Man 
burrowed deep beneath the 
ground, harnessing ihe heal gen- 
erated by the planet's core to sur- 
vive. Each successive generation 
burrowed deeper and deeper to 
capture what 'emained of ihe 
diminishing energy force, and as 
they moved core-wards, deadly 
weapons were left behind to fend 
oft any alien invaders. 

After many years m iheir subier 
ranean prison, the remains of 
Mankind finally left their dead 
planet in search of a new home. 



J BEN L 



" Transmuter plays quite 
well (desprte its shoddy 
appearance), and with a little 
perseverance it prove a to be 
very compelling. The 
graphics are fair, there's a lot 
of detail in the cavern scenes 
and the screen scrolls well, 
but your craft flickers horri- 
bly 1 . The sound is also well 
above average - In tact, the 
tune on the title screen 
doesn't sound like a Spec- 
trum at alt " 



WalMU 






leaving ihe deadly legacy of 
weaponry in their wake 
However, it was inevitable that 

Man would eventually return to his 



h> Owtonf Tw twritef through ueoSrworid Earth on frit mlfskn of redMWtfnn In 
Mi uiosf UpMv flop Hnj. 




nnuRi r 



► M brna to grapNci iwji to haw f«umed io th«e old 



J MIKE L 



■ l usually /*© sboor "em ups. consegwenfry ; enjoyed my first few 
games or Transmute/ - this didn'l lasl long though . the more t prog- 
ressed, and the more add-ons I collected, the more infuriating ii 
became to lose a life and have to restart. The graphics are fine. 
but I'm afraid thai all thai stopping and starting put me oft for good , ' ' 



old home. 

Overlord Ten*, one of Ihe first 
people to be bom on the new 
world colonies, is despatched to 
destroy ihe defence systems of 
underworld Earth and make it safe 
for mankind's eventual return. 
Tenz travels to Earth in the most 
modem of fighting craft, carrying a 
standard photon cannon. The ship 
also contains one awesome addi- 
tion - the Nudeonic Transmuler - 
a device capable of sucking m sur- 
rounding raw energy and convert- 
ing ii into pre-pfogrammed forms, 

An energy counter at the bottom 
left of ihe screen gives a running 
iota* of captured energy units 
When a unit has been acquired a 
Transmute option appears on 
screen, choose this (using the 
select key) and the ship is equip- 
ped with extra manoeuvring 
speed Otherwise, the energy unit 




Producer: Gremlin 
Retail Price: £4.99 
Author: Rob Toone 



T 



he latest in a long line of 
Breakout rewrites comes In 
the lorm of Krakout from 



An arrangement of blocks fills a 
three sided screen, with a controll- 
able bat at the open end, A ball Is 
launched into the playing area and 
ricochets around the screen, 
destroying the blocks on contact. 
When ihe ball approaches the 
open side, the player keeps it in 
play by moving the bat up or down 
into IIS path. The player Starts 
with a supply of three bats. 
Not all blocks explode on first 
contact - some absorb two or 
three hits before ihey disappear, 
while others spin to reveal a letter. 
H«tting lettered squares a second 
time gives the player an advan- 
tage, or ' supercharges ' the bat- 
Animated characters float about 
ihe screen, affecting the bat and 
ball on impact. 



An options screen allows 
aspects of the game io be 
changed before ptay, these 
include: placing the bat on the left 
or right of the screen, varying the 
speed of both bat and ball and 
switching the effects on and off. 






■•!■ i •, 



L 



CRITICISM 



1 



•" Krakoufs graphics are nice 
and fat, and they move smoolhty, 
but the overall effect is really tedi- 
ous. The blame oughtn't fail on ihe 
rxogrammers: they seem to have 
done their job well enough, but the 
unfortunate thing is that the ongl- 
nai concept is neither exciling or 
addictive. It is playable, but only 
once or twice M 



L 



COMMENTS 



1 



•" This is dead boring, unplay- 
able, and has no lasting appeal. 
The graphics are all right, Ihe 
sound isn't too bad (although 
there could be an in -game tune] 
and the options on bat and ball 
speed are a nice touch -but they 
don't help the overall feet. " 



Control keys: P up. L down. 
SPACE I 

Joystick: Kempston, Cursor, 
interface II 

Use of colour; bright and distinc- 
tive 

Graphics: well defined, if occa- 
sionally llickery 
Sound; minimal 

General rating: A reasonable buy 
if you like ihe game-type, but ihe 
concept's an otd one. 



Presentation 


65% 


Graphics 


53% 


Payability 


50% 


Addictive qualifies 


42% 


Value for money 


50% 


Overall 


46% 



J PAUL L 



" Why pay more? Announces 
the toadmg screen logo, 
indeed, why should you when 
you can get a pertectfy good 
Neme$>$-type at a budget 
price, "the onfy thing that put 
me oft was the lack ot pace 
(even collecting extra speed 
does tittle to quicken the pro- 
oeettngt) 



can be saved until another is col- 
lected and a second inmsmute 
oplion is offered. This adds fire- 
power io the photon cannon, a 
trwd equips Ihe ship with missiles. 
four energy units supply a Laser, 
five a for a weapons add-on and 
six for a shield to protect you from 
enemy fire and collision 

As Ten moves mlo the caverns, 
the dormant defence system kick 
mto I ile and attack. Tenz can move 
his craft up. down, backwards and 
forwards to ayottf these [and the 
equally deadly contact with tunnel 
wans) One hit is needed io dis- 
pense with enemy craft, and sev- 
eral to destroy a ground emplace- 
ment 



COMMENTS 



Control keys; defineable: Left 
Right, Up, Down, Select. Fire 
Joystick; Kempslon, Interface 

Use of colour: black back- 
grounds and minimal variety 
elsewhere 

Graphics: iiickery spaceship, 
but generally good 
Sound: great title tune, aver- 
■Hecta 



levels: one 
Screens: four 

General rating: An interesting 
and laJrty priced honzoniaJiy 
scrolling shoot 'em up 



Presentation 
Graphics 
PI ay ability 
Addictive qualities 
Value for money 
Overall 



62% 
67% 
63% 

68% 
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MOHUM.er.um... 
Poor Ian Stewart at gremlin 
graphics is in a bit of a tizz. And I 
know exactly how he feels - this poor 
comps mi n ion has to do most of the work 
round here as well, You see, amongst all 
his other problems (which are probably 
mors suited to lm's Hassles column) the 
deaf chap has a game coming out around 
Christmas lime, but it's lacking a hero - 
someone wfth the same sod of charisma 
as Monty Mole , bou ncy Thi ng on a Spring 
(coming to a Spectrum near you soon - 
see Previews this month) or Jack The Nip- 
per 

So, thought he. wouldn't it give him a 
chance to put his feel up on that spiffing 
new executive desk of his, sip a cup of 
tea . and generally take life just a bit easier 
il CRASH readers came up with a new 
superhero to star in the aforementioned 
game? Ves, it would. Ian. 

Not only is there every chance of your 
invention being put into motion, but 
gremlin graphics are throwing in a brand 



DESIGN A NEW HERO FOR 
GREMLIN GRAPHIC* 

WIN ' ' ' ^ASfi^CLAIR + 3 



new, unused, sparkling and untouched 
Sinclair Spectrum t 3 into t he bargain 
(you know, the one with a built-in disk 
drive , which everyone is sti 1 1 pretendi ng is 
dead secret - no more tape tangling, no 
more waiting ages for games to load). 
Even if you're not the lucky one. the 
next ten commendable attempts drawn 
out out of the hat win t he mseives a grem- 
lin graphics T- Shirt and their choice of 
any gremlin graphics game. 



«**■■ WOT H, „~ *,t* h» b»n w* k* th* Sf*e 

SSSBSTSSHSaSK!."-"- 



What we want are imaginative drawings 
of a character you must irvi/eni. with illust- 
rations on how he (she, it, they) move, And 
don't forget to show different viewpoints 
of your character too, so Mr Stewart can 
see the new superhero's shape and poise 
from ail angles. 

Once you ' ve done that , pop y our glori- 
ous designs (as many pages as you like, 
but no larger than A4 size please) into a 
envelope and send it to< GREMLIH 
SUPERHERO COMP, CRASH, PO 
BOX 10, LUDLOW, SHROPSHIRE 
SYS 1 DB - to arnve no later than 25 May, 

Wadda y waiting for - get scribbling - 
and while you're doing it, don't forget to 
scribble down your name and address* 








Sorry about the reduced number of pages this month, but they 
(old m« there ware too many reviews to (it In, end t'd already 
eaten up 12 pages with the Playing Tips Supplement, and that 
was quite enough Ma rig ram for one month. Oh well . . . 

There's two related points- of -view debates in this Forum, one 
concerning imaoihc's Arkanokf, end another on the quality of 
licensed games. Interesting stuff loo. It's from the bunch on 
licensed games that I've chosen this month's prize winning letter. 
The £30 worth of software choice goes lo Shashy Doss from 
HaJbham in East Sussen 
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ARCADES THE BETTER 



DearUoyd. 

Recently we've seen a burst of 
licensed games, both from the 
arcades and the entertainment 
sector, the cinema. TV. and oom- 

JCS 

Some of these games have 
turned out lo be playable and 
additive, some horrendously 
inept, In my opinion, even if a 
licensed game is playable, it's usu - 
ally a disappointment . 

I agree that games such as 
Scooby Ooo. fop Gun. Rogue 
Trooper and ThaLordof The Rings 
are fun, but m my opinion ibey are 
wasted licenses. This isn't due to 
poor programming but the cause 
of hardware limrtatlona. 

Scooby Doo {the cartoon) 
involves some kids rushing about 
sorviog mysteries, accompanied 
by a cowardly and Inept dog. They 
set disastrous traps, using Scooby 
as bail and through divine inter- 
vention apprehend Ihe wrong- 
doers. How can anyone hope to 
capture this on an 6-brt machine, 
running at 50m' s with no indepen - 
dent graphics or sound chip, while 
trying to make the game joystick 
controlled^ 

Rogue Trooper searches for ah 
army traitor, and the key (actor is 
the interaction between lym and 
his bio-chipped comrades, each 
ol whom have individual per- 
sonalities These bw -chips oper- 
ate in weapons, and can do so 
independently of Rogue. Again, a 
very dildciilt concept to capture 
wrlh present micro-computer 
technology, 

I agree that certain games such 
as Htgtttander, Judge Dreoo; and 
Tartan are just examples of slock 
games with the mam character as 
the sprite you control, but my point 
slill stands. I'm nut disputing ihe 
payability of Scooby. Copra, Top 



Gun and so on. but i don'i feat the 
games capture the atmosphere 
that the main character generates 
(Scooby acting brave 1 ). 

is ti not better for software 
houses to obtain licenses for 
arcade games if they lack original 
ideas of their own? At least the 
medium m this case to similar, 
making the conversion easier. 
There have been many excellent 
arcade conversions, Ghost 'n' 
Gobkrts. Green Beret and even the 
conversion of Space Hamer and 
Gauntlet Were very close. 

AJl I am saying is that software 
houses should be practical and 
realise their own, and ihe 
machine's, limits Idoubl (hat even 
1 1 level » and tNFOco** joined forces 
they ecu id convert ihe reeling of 
Stephen Donaldson's White Gold 
Wlelder books. Maybe if there was 
e cutback on film, TV, comic 
Woenses, we could see some truly 
exerting concepts come oul of the 
tired software scene 
Shashy Oass. Mollsham. E Sus- 



Thera's no doubt maf a licensed 
product from what you calf the 
entertainment fiekfean hardly ever 
nope to capture the atmosphere or 
feeling of its source, and that such 
games must remain a marketing 
exercise Yes. it's a case of differ- 
ent packaging, often simitar gome 
scenario and a redesigned spate 
doing much the same things, t 
think, though, that whatever the 
source material, ft a the games 
designers who make me teat dif- 
ference, and it's their responsibil- 
ity to nng the changes and bring 
fresh perspectives I wonder 
whether your view that arcade 
licences make better Spectrum 
games than TV/fifm/comk: tie-ins 
is shared by other feeders'* 







ZNG THEORY 



Dear Lloyd. 

Graeme Krdds editorial (Issue 38) 
expressed the truth of what has 
been happening to the software 
industry over the last year, H has 
indeed become like a White Dwarf 
- a dense source ot degenerate 
matter active only in the very out- 
ermost layers. II has not gone 
there on its own however. The 
course loftowed by the software 
industry wastry no means mevitn- 
We and need not have led to this. 

The biame doesn't tie at the feet 
of the software producers alone. 
After all, it s a tough industry and it 

bed games we needed la 
finance one good one. so bed In 
fact the blame ties also at the feet 
crl the promoters of the software 
industry - the magazines. 

Several years ago, at the end of 
the highly active , independent era, 
magazines ot the time were not 
stow 10 set) the big bang* idea - 
that Ihe industry might lose many 
companies but gam a smaller, 
mora compact core. And although 
it would produce less products, 
wondrous games of a higher qua*- 



rty than balore would be produced 
oecause of Ihe calibre ol the com- 
panies' in-house programming 
teams. Now you yearn for smalt 
companies and freelance prog- 
rammers. 

Computer magazines actually 
used to cntiQise the industry more 
than they do now. When twins 
and hennaing deals first appeared 
we never heard the end of it Dur- 
ing this penod of deterioration the 
magazines seemed to grow stead- 
ily more suerrt Sirangety, you ail 
remained over-enthusiastic about 
the quality of Ihe games you 
reviewed, seeming tone blinded, 
by ihe hype rhrust upon you as 
companies saturated ihe market 
with new releases and raked mine 
profits. Games without originality 
and potrsh graphically , or in paya- 
bility, were give CRASH Smashes 
without warranting mem. Truly it 
Appeared you were being paid by 
software houses to produce a 
glowing review. 

If you realty wish for a return to 
the innovative. CRASH, do not 
promote games as being the most 



incredible thing you've aver seen 
m your propaganda - sorry, pre- 
view section. Most games do not 
turn out as good as their mock-up 
screens suggest, and if the game 
goes on safe before a trial review 
is given you could be supplying 
software houses with the incentive 
to rush a game in me interest of a 
quick profit. 

CRASH'S .nlluence on software 
buying must be great its hearten. 
ing to see you've decided to trash 
the type of game you were grving 
60 percent reviews to before 
Christmas, but ultimately the 
power to nght the industry lies m 
the hands of the games- buying 
pubic. Reader' If you wish to see 
better games and a future lor the 
software industry, then buy angi- 
nal ideas from companies who try 
to produce the best software with 
every release If you wish to see 
millions of trim he-ms.a dozen dif- 
ferent versions of the seme idea, 
and the eventual demise of Spec- 
trum computing, buy Mm be-ins 
before seeing the review, from t he 
companies who piace more 



importance on the quality of the 
advert than in the quality of ihe 
gams 

The Grim Reaper, Pentcuik. Mid- 
lothian 

For my own part, ' never recall 
either crying ouf tor. or promoting 
the concept of amaVgamar<ng 
arnsfflsr independents mto larger, 
but fewer corporation*, and 'don f 
ffxnfc CRASH ever promoted n 
either. 

firevtaws are mjended to gnre 
some idea of what's happening 
soon, not be propaganda. not be 
cnticai and rarefy do comments 
from CftASH previews get useo'on 
packaging We don't approve ot it 
whan if doss occasionally happen 
Equally, I strongly doubt that a 
releasing scnedufo a hurried up at 
the expense of program quality, 
It/st to takeadvantage of any hype 
afforded by being previewed in 
any magazww. it simply doesn't 
make commercial sense. Other' 
wise, dear Grim. I support your 
theories and feelings 



Dearl 
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le Dark Empire fear has been the price to 
y for the privilege of life. Until now! The 
liberation Force has arrived to free the 
inhabitants from the rule of this evil force. 
All that remains is for you to take command. 

Dark Empire is a strategy game for one or two 
players from Lothlorien, the Specialists in 
War and Strategy games. 
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NEW CRASH LOOK 



Dear Mr Mangrsrn, 
I was jusi sitting ai my compuier 
desfc in a fit of boierjom and gazed 
upon ttw Land of Mandragor e 
poster whicfi I r scened free with 
CRASH one month And my alien- 
iron was brought (o bear on the 
three logos at the top One for 
CRASH, anofher 22AP! and one 
f Of AMT1X! - that Amslrad mingy 
Anyway, t studied the ZZAP> W 



logo and Ihougril. 'Wow! Amazing 
3D perspective! ' I looked al trie 
Ams1rad-*ogo-thmgy and thought. 
Wow" Excellent shading^ Then I 
looked upon the CRASH one and 
thought, 'Hmmrrinim . . , yes. I 
like the nice, boring 2D represen- 
tation of a few tellers and sparks/ 
(A heavy tint of sarcasm there), 
Just face up lo il Lloyd, the CRASH 
logo <s unimaginative, out of date 



and pretty crappy m all other 
respects. 

I think it's about time CRASH'S 
logo had a I ace- lift (maybe a good 
idea for a cornpi, so get those 
scumbaJls in ihe art department 
drawing. Make it exciting, profes- 
sional and get rid of those stupid 
little sparks which cheapen the 
overall effect and make it took 
amateurish. 

I know thai if this letter is printed 
I'll probably get a toad of h ate ma»i 
Iran people saying that it s line as 
if is, but I will stand by my opinions , 



Don Elliot. Beaworthy. N W 
Devon 

Okay Don, lets see wriaf Ihe 
readership thinks* I m very 
attached to me logo. Sure it's not 
vary sophisticated, but it was 
designed purposefully to be 
bnght. sharp and sltghtty cruder 
effort Try standing irt a crowded 
newsagent, twenty feet from the 
the magazine stand, and see 
which computer mag 's title stands 
out the most* 
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WHATEVER HAPPENED TO? 



DsarUoyd. 

One Of my lavourite sections of 
CRASH has disappeared! The 
section I tefer to is Merely Men- 
gram, written by your illustrious 
self. It used to be such an interest- 
ing read, telling us all about new 
games coming out- 1 know that 
CRASH has Preview pages, and 
these are very colourful, but not so 
many games are covered as in 
Merely Mangram 

AstheOuesiionnaireshave 
shown in the past. Merely Man- 
gram was very popular and always 
came high In the voting I know that 
you're pushed for lime Lloyd . 
because of un, so someone else 
could do it. like one oi the review- 
ers. Just ihink you could call it 
Merely Mike or Previewer Paul or 
something! 

Has the Comps Minion got a 
name? Can we see a picture of 



What has happened toCHi Frey? 
His drawings are not as impressive 
as tney used to bo, 

Axe Hall of Slime and pnn| the 
scores as in ZZAP1 You could still 
pnnt photos of High Scorers for 
certain games, even including the 
score if you feel it's needed. 
Steve, Hales worth. Suffolk 

As you can see from this issue, 
Steve, Merely Mangram has 
returned? Aa for the Camps Mm- 
ion, don't you know that minions 
don't have names? Oh Fray's 
lustrations seem as good as ever 
tome, but of course he is kept 
pretty busy between three 
magazines The HaU of Shme is 
being rethought, and takes a holt- 
day this tssue after three years of 
hard work. Discussions take place 
even as t write about how it wilt be 
brought back. 



ADVENTURE PREVIEWS 



Dear Lloyd. 

Over Ihe lour years I have owned a 
Spectrum I've collected quite a 
number of adventure games Bui 
why oh why can you count on one 
hand Ihe number ol adventure 
games previewed in CRASH? 

Please, please, tell Derek 
Brewster lo get his finger out and 
give us a few adventure reports. 

Another pomt: In the April edi- 
tion of CRASH you said that the 
average age of readers was 1 4 -1 5 
(David ShotDOtt's letter), I am only 
\ 2 and know quite a lot of Spec- 
trum owners who an the same age 



as me, and every month buy 
CRASH So please tell me why you 

say 14*15'' 

Richard Bailey. Newton-le- Will- 
ows 

Your plea wilt soon reach Derek s 
eyes when he gets tits copy. Actu- 
ally the average CRASH reader's 
age, as defined by last year's 
Questionnaire, is 17.5- But the 
biggest single age group m the 
readership ts .<*-f5. Thais the 
way it is (or was}, and that s why f 
saidtt. 



OLD POKES FOR NEW 



Dear Lloyd. 

I read Paul Harrison's letter m the 
last issue, and I'm lotafly in agree ■ 
merit. Many Spectrum owners 
bought their Speclrums second 
hand (as I did) and got a toad of 
games -old ones - irw own in free . 

Of course, being previously 
non- Spectrum owners they would 
also have been non CRASH read- 
ers, so they ' ve all got all these 
ancient , mega -difficult games and 
have no tips or POKEs for them. So 
the games gel thrown onto a sherf 
to gather dust 

So. in comes my amazing idea 
Prim all your Old POKES, maps and 



tips in an annual devoted solely lo 
chealing'andcriargeaquidforit 
That way, you please all the rela- 
tively recent Speecy owners, and 
you gel extra cash for your 
monthly booze up with the Spiky 
Haired ones*! 
Daniel Heap, Maidstone, Kent 



its certainty an idea, and one I've 
seen mentioned in several Forum 
letters recently. Perhaps the extra 
Raying Tips Supplement this 
issue wilt go some way toanswer- 
ing your prayers. Daniel 



r FWffflLL wmmsMf 

. . ,SKILL. t TACTtCS,. . DECISIONS. . . STRA TEG Y. . . SKILL, . . TAC TICS. 

E I J Software on*r 3 CLASSIC FoottwK Manage 
met* Strategy Gem** lor a* aoccer enffuMSb 
Each ol 1toH QUALITY GAMES v*m *m M 

a»ailkph> memrty ol your computet and ta 
PACKED **i GENUINE FEATURES it, 
*edi game The mofl REALISTIC oi «l Kind' 

PREMIER II i A COMPREHENSIVE ANO EKCITlMO LEAGUE GAME 
■I 01 fnf PWr U f *■*» Horn* « Away, Fui Squad OfUe* A4 Taamt. Tfanftw Martial 
tnai ajtowt you to buy *iy piaya* n league aa* your piayen to any other laam Pta MaIDh 
Raport Fui Ttanwti SufaaWuta fi lU CI B O . ChOow YOut Own T**m SM*. At OV*t TbMM 
rvaws irwr own Slyla Match Irfuna* Match SuBHtMhons H*f Tm* f u» T<na Scot** M 
MiWwi. Namad A Recorded Goal Scorer,, Fyi League Tab» F«1ur« L«l Team MoiWa i *M 
I HW ), Tiantiaf Oamandls OppOiHipri $<aBVt Their Samranl Team, InfuTf Time Financier 
ProWama MMcA AflfndanrjH. Bar* LCMTM, T SMI L*v*» MmmQimt Salary. Cnang* 
Ptayef Teem Hwm CortnxwiQ Saaaona. Job Oaanj o/ Oamiual bawd en yout panWm. 
•nca. Pwtat Ogliori Save Uefne and MORE ' 

EUROPEAN 14 : A SURE R6 EUROPEAN STYLE COMPETITION 
fw'9 o' EkKOpea" Cjp T*»' Noma A Away Laoi Ful Squad 1 




E 

(Ml I with SUOOEN DEATH) 2 SuMPUm NkrmmS. Pre-Maich TearnNvan Fi 



Enray 

* i Par 



FjlPanartyShool- 



Swttkajtf SvaxHOri. Away OcaJeCeunt Douba). E*tta time. Hal Trie 1 Fun T**e Str>« A» 
Tit*. T Stoi Levak), Quapwwv Tab* (jhswaw any MATCH BANS/. F u i HeUuUi litt. Fui 
Random Draw *# Ftounoe Pwnar OpHQn. Cnanoa P1#yarlaan, tiamea. San* Oarn* 
EUROPEAN i! tfeiudM a comorer ia rnw T«| Match Smulaiion anti that* GREAT FEA- 
TURES - Maicti T,m» NamarJ 4 Raccrdad Goat Sooren . Cdrna**. FrM iu*a Goal Irwt. 
In,unes_ Etookingi. OuHovred Goals Injury TtH*. Penakaa. Sandng OS and MORE" 

* SP£&A(. FEATURE - irantaw your PREMIER ll ttww^ SO. rto CUftOPE AN ll a 
BcaTi IrwiB QR£AT qatnai can be played vafwala^ m aa rarnpantOn qa r aai 

WORLD CHAMPIONS : A COMPLETE AND EXCITING WORLD CUP SIMULATION 
TattH you font tr* tftt mmlttt up InendhM IhrOuflri wm QuaMyiraj ttagM and on 10 TH£ 
FlhlAiS' - Saajct Team From Squad 0* 2S PUyart Saaxl Ftwrtfy MalchM Fufl Huma a 
A*., Faoutas #i Quaatyvia Round Pra Match Taam Hun 2 SoBeWutai AKowad. PdOpH 
nary Tabta. SefecT Tout Opponent*. Fu« League TaMe, FHayen gam aipenence capa a* 
campal oo n p t o aa aa a a . Erita Tana, Pane»y Snool-Oul, Ouarta* Fral Group, Ful ftandorn 
praw, Chantja ftaya* laanv namea* t SUI Ltvala, Pnmar Option. Save Gam* Ful Rafuto 
LUt PWI Match Irfurv Report WQRLO CHAMPIONS kxtoda* a c o rnpahanawe ant match 
etffkriaaon Goal Trai BoounOs, kaune*. Named flecoried Goal Scorera. Injury Time 
Match Oexk Sandng OH PanaAM. Coman.. Fraa lUou. and MORE' 

Alt game* Available tor AN V UK SPECTRUM 
Games supplied on lap* with lull instruction! (» 



lap* 
laddC 



CS.SS Each Inc. PA.P | add E 1 00 outaifl* U.K., 
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FANTASTIC VALUE All 3 Game* Deduct C3 00 

Th*M gam** art available by Mail ORDER only 
uia our firat Ctin Service All are available tor 
IMMEDIATE DESPATCH by 1*1 Claaa Poll 
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COHSOUNQ FACT 



Dea/Uoyd, 

Reiemng to Mr Bailey's letter of 
ifte month ! teal I oughi to underline 
a few mora reasons why games 
console* will not, in my view, suc- 
ceed. 

Whilst game eonsotes have 
superior graphics and sound than 
most micros, the Atari STs and 
Arntgas demonstrate what the less 
expensive computers will be like 
in the next year or IwO. it you saw 
last Micro-Live, then the prototype 
Acom RISC Machine (ARM) with 



its fast processing, graphics with 
256 colours end Amiga-quality 
sound, will probabty look like the 
most exciting and affordaWe pros - 
pect on me horizon. However, as a 
confirmed Acom user own a 
Spectrum too) I can almost 
guarantee that Acom will tail the 
ARM on price - but (here are 
always hopes! This bring me con- 
veniently to my first point, that 
games consoles will probably be 
superceded within a year of Iheir 
release, m areas Of graphics, 
sound and programming. 

If you have read any pretties on 
computer programmers then there 
is usually the obligatory paragraph 
on their exploits with ZX-SOs and 
16K RAM^packs, VtC 20s. 16K 
Sped rums and other early micros . 
With games consoles, new prog- 
rammers will become a rarity, 
because no one can possibly start 
computing programming m X80 
machine code or assembler. New 
programmers will always start with 
programming in BASIC and then 
sternly progress by using other 
people's routines to eventually 
become competent program - 



Most programmers then settle 



Stk SPECTRUM 
Fed up with ordinary fruit michtli* flam**? 

A fruit machine simulation with the most up-to-date features, 
sound and graphics 

FRUIT 2010 
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■•■■ Thm nwit mdvmncmd and rmtHttic frwrf mmcbinp simulation 
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NEW TRANSFER PACK 3 — for spectrum 
tape to drive 



A software tyalam to convert many TAPE bnsnd programs to your 
DRIVE (no matter whet type) * OTHER USEFUL utilities. Most jerky 
programs are EASILY convened lo drive Peck has at loast 7 programs! 
INCLUDES many utilities lag ■ **r creator, bytes ctapper/spiitter. 
TAPE UTILITY - need*, to convert baud rates.) Opus/Beta owners add £i 
for optional extra program 

Stale TYPE of &p*ctruma, nam* of dn*a wh*n pfd ■rWiala o 12Sk Spectrum 
and Microckivei E11.M on TAPE (CIS 99 on Cartridge - 4Sh Spectrum only} 

|BB t l*pdaTin{j| 

INFORMATION SHEETS - appro* B transfers of popular programs, per 
sheet - r»edsTP3 Special otf*ri«.rr.3A£,-Nai Mo 20 only H,«! 

Nd*21 30onlv T3.50 

M IC ROT RAN S » - for in/drive lo nvdrtve tw*- up ♦ easy ERASE, tape 
tg enve i>nci heederiess) - does NOT convert programs. Includes 
MICROTAPE end RUN program*. Only £3 on tape, £4.50 on Cart. For 
any Sp*ct rum. CODE COMPRESSOR - E3 50 

Oversees add CI Europe, £2 others each product SAE for derails 

mo «•« - an. our proorams carry our money back 

QUARAMTM (not updates- 



wrth a certain computer (or a lew 
years Pet ore moving on lo more 
powerful machines, the Alan ST, 
for example. Console upgrades 
are unheard of and attempts at 
malting them have been unsuc- 
cessful, note the Coleco ADAM 
machine whose price dropped 
$100 every monih 1 

So no matter how brilliant con- 
sole menulactur ers make their 
machines, the market will always 
catch up with them, improve on 



You're qu>te right What is the cur- 
rent tad for feteastng new games 
consoles all about anyway. They 
tiad their day years ago. Unless, of 
course.it ssem as away ot bang- 
ing out ail those oidcarbidges 
once again (for about £35 apiece}, 
and recouping the* losses, 



ON BECOMING A PUBLISHER 



Dear Lloyd. 

Concerning the letter in Issue 39 
from the Hopeful Editors of a 
Magazine; I was particularly 
interested since myself and a few 
friends, decided to start a ren&ne 
just after Christmas. Although our 
publication. Fantasy Untirruted, is 
not primarily a Speccy mag, It 
does contain some relevant Spec - 
trum computer articles as I "m the 
only one m our group remotely into 
computers 

l was curious as to how these 
Hopeful Editors came to the deci- 
sion to want lo create a mag. Fi 



tasy Unlimited' s first issue came 
out at the end Of February and 
pven then we were very lucky to 
gel it printed at all, 

Firsl ol ad, make sure you actu- 
ally want to start a mag. then ask 
around for photocopying facilities, 
asking some business people if 
you can use Ihetr copiers, this as 
the first major hurdle, getting the 
mag printed, and at a low price. I 
won't go into all the details, but if 
you're determined and you have 
money to spare, then nothing's to 
slop you Don't lei ihe production 
ol the magazine become a drag. 
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LITE UP MY LIFE 



Dear Lloyd, 

After reacting about Ihe E/rtetess 
128 owner, (decided to write in 
praise of Firoemo's service. Dis- 
covering that Elite wouldn't load 
{even wrth joystick interface 
removed), I rang firebird and 
asked advice. They told me to 
send )ust the tape and they wOukJ 



send back the new version when rt 
was ready (Date Feb 86, 1 28 ver- 
sion of Elite expected May 36). 
Two weeks after sending the tape. 
I received a letter stating that the 
new tapes woukj be ready in June 
at the earliest, tour month wast' M y 
little brother (rated Danger ou&} 
Suffered severe withdrawal 



you must enjoy rt, or there's no 
point, 

Last, the library should be help- 
ful In supplying you with info. Ask 
lor boohs about Graphic Design. 
Ihay will contain alt you need to 
know - . . 

I hope this latter has been of 
some use to prospective fanzine 
sorters, but don't let all the hassle 
put you off, you might gel lucky as 
wsdUL 

Seen Doran. O s tf a tt 
PS Fantasy Unkmitad is a mixture 
of alt the major mags around at the 
moment it's a sort of 2000 AD 
meets White Dwartmeate CRASH 
meets LM> Any chance of a plug? 
Sean Doran, Belfast 



PS Fantasy Unlimited is a mixture 
Of all the major mags around at the 
moment it's a sort of 2000 AD 
meets White Dwarf meets CRASH 
meets lm! Any chance of a plug? 



Thanhs for the practical informa- 
tion. Sean, r should say that dedi- 
cation and enthusiasm are essen- 
tial to a fanzine Hawing hjn dang 
it is vital, otherwise if /us f becomes 
a drag, As to a pfag: anyone who 
would tike to know more should 
get in touch with Sean at 1 A Vei- 
shada Court, Belfast BT14 7LZ. 

By the way Sean, thank you tor 
the Bug Box cartoon strip as wetl. 
LM 



I* 




' 



symptoms until I borrowed an old 
rubber key for him to use with a 
back up copy. 

June arrived and with it, a par- 
cel . I eagerty loaded the new prog- 
ram to find that rt was d iff erent . (In 
fad, so different that none of my 
brother's saved positions loaded, 
and he became Harmless over- 
night He is no* Deadly and rt took 
him about three weeks, while I 
spent two months becoming 
Competent (and hch). 



All I can suggest to the EMetess 
one is thai his parcel, containing all 
the proof that he ever owned a 
genuine copy of I he 48K version is 
lost Unless he iries to get some 
cash out of our postal service, he's 
gotng to stay at toast f 6 quid out of 
pocket. 
Andrew Taylor, Calcot, Reading 

it 's nice to know that tot every sad 
tale t here 's a stiver fining. 



UN-BUGGED 
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ARK ANNOYED 



DearLtoyd, 

I wish to complain about the review of imagine 's Arkanoki (Issue 39). 

Disregarding points about oddictivity, which seem strange to me {why 

should gameplay be disturbingly ' compelling?). I would like to 

comment on the question of originality and open up this general 

question 

Says Magnus Ramage from MUngavie m Glasgow, kicking oft on a 
subject that has certainty caused a storm of protest - our Arhanoid 
review. 

This letter is aimed at that trio ol poor misguided games reviewers 
Mike. Paul and Ben, and concerns their less than pleasing review of 
Arfcanoidby imagine . . , 

Hurls the pen of Tony Worrall who just happens to be Editor of 
EPROM in Preston, lanca&htrv, while from SaifordQ Hamnett 
wonoefs 

Could INs be I he same game I have been playing for the last three 
weeks? I was amazed to see the pounding it took from your reviewers. 
In fact, the question has to be asked - was a Arkanotd they were 
reviewing? 

Where to start? Perhaps with Magnus Ramage, who feels that , , . 

. to call Arkanoid unoriginal is rubbish as the additions to Breakout 
are enormous, such as the power pills, aliens and 32 new screens, 

But of course, as Tony Worrall oomfs ouf, Arkan oid's nof original <n 
the sense that it's licensed from the arcade machine. 

I was well pleased when I saw the Spectrum version. Very lift le of the 
corn-op had been changed, span from the graphics (which is not all 
that surprising) - all thegameplay was still in place. And if you for gel 
all that petty and boring "Oh yes, very original. jusl tike Breakout, 
another Pong variation, ate ,' and just play the game for what it is and 
not what it's like. I can't see how anyone can fail to be hooked. 

AndG Hamnett agrees thoroughty 

Afkanoid is a well programmed nicely packaged and, surprisingly. 
highly addictive piece of software that plays, looks and sounds as 
good as can be expected on the Spectrum Sinclair User probably 
went over the top bestowing classic status on the game, but it 
certamry deserved Us five star rating, 

For those who admire it its addictive qualities seem unarguable. 
Tony again . . . 

I played Arkanoki for four solid hours when I first loaded it. and have 
played it almost every day since, trying to gel passed level 13). Quite 
simply. I consider it to be one of the most addictive out of my 
collection of over 350 Spectrum games. 

So how come Ban, Paul and Mike got it so wrong? Putting aside the 
suggestion that they were reviewing a different game (they weren V), 
G Hamnett thinks he knows why , , . 

tt was obvious from your reviewers comments (particularly Paul's) 
that they weren't prepared to enjoy the game even before they had 
played it, probably due to the ancient concept behind it. 
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Whereas Tony Wonrail puts it down to being opinionated' without 
sufficient background to bo so. In tact at one point in the review 
he,.. 

. . . laughed out loud when I saw Paul's comment about hqmxon's 
Thru The Walt game, If he's serious I feel very sorry for him , because 
he has either obviously not played AfkanoKt. Or na has no game 
playing sense of adventure if hers joking, it's not funny at ail. tf anyone 
playing Arkanotd past level four tells me they find it oul unexciting. 
^aginative, I will show you a very boring person. 

Strcvrgsfuffirideed, Tony, but you're not quite finished with themyet 
fhear . . . 

The terrible trio came across as cynical hacks bored to death by 
reviewing X amount of games each issue. 

Wen it's true that you can become tired when there's 20 or 30 so 
games to wade through in a month, but the game* aren 't reviewed in 
a complete vacuum: more than the three commentators views are 
heard dunno the reviewing period, and in Arkanotd 's case, there 
seemed to be general agreement, However, onto another aspect. 
Tony is upset by the jibes about poor programming', and echoes G 
Hamnett's feelings about its qualities when he says . . . 

simply isn't true. Sometimes Ihe bail does pass through the very 
end of the bat, but I don't see thai as a bog. Jusl don thit the bail thai 
way! The comments about speed variations I find just as strange. The 
ball gets faster after 20 or so shots, and if not slowed down by 
catchmg a capsule, gets so fast that losing a life is almost i n vevit able 
This « part of the game, just as it was wrth the coin-op version, The 
speed of the bat across the screen is, I suspect, to aid the player in 
reaching t he ball quicker (much like Ihe EXTTRA2IP in Thru The Waif). 

The programmers do appear to have kept closely to thecom-op 's 
original qualities of gameplay. but back to Magnus Ramage and his 
argument about the Spectrum version's ongmaiity . . . 

I woutd suggest that all arcade games are based on one of four 
formats: shoot 'em ups. platform games, maze games and bat end 
ball games. And mere tan tan arcade game that doesn t (all mto one 
or more of these categories, whatever extra features are added to it 
(eg Krvghtlore. and the many games it has spawned, such as as last 
month's smash Head Over Heels. Is merely a platform gome with 
fancy graphics and some adventure elements), 

Therefore, Arkanotd cannot be described as unoriginal, in fact ri is 
very onginal, as there haven't been many bat and ball games for the 
Spectrum recently . 

The mention Magnus makes of Head Over Heels calls mto question 
the -'bias' that O Hamnett teste is at work among the three CRASH 
reviewers offiakanoid. He too was . . . 

,i bit taken aback io see that Batman II sorry. Head Over Heels 
received an identical rating {97 percent) to that of the superlative, 
CRASH lest Smash of them aH Dun Darachf Why? Apart from the fad 
thai you control two characters, sometimes together, the game is 
almost a complete replica of Airman The puzzling thing is, is that 
your reviewers slag off Arkanotd because of its old game concept, bet 
cannot bring themselves to give the same treatment to Head Over 
Heels which employs an admittedly younger but infinitely more used 

game concept 

Since the advent of ihe Spectrum, compare the number of 
Breakout c tones to the amount of Kmqht lore clones that have sprung 
up left, right and within six months after the release o* that ct&ssic 
game. So, reviewers, m future don't judge a game by its cover. 

A very sound piece of advice. Mr Hamnett, but ironically, one you 
don't quite subscribe to yourself ' 

Finally I would like to re-iterate J M McDonald's views in issue 39. A 
game with hewsc* on the front is indeed the sign of a quality game, 
and. unlike uthmti, the same can be said of the company's C64 
releases- hfwso#* and ojwoom are. sadly, the only two software 
companies whose names are actually marks of quality. 

As ray satd, don't tudge a game by the quality sign on its covert 



Asyou 



Okay, my somewhat reduced space this month has now expired. 
Thank you lor writing in, anci 

Derek Brewster will be overtakm- d we can't have that 

now, can we Derek? I'd be really interested to put logon 
massive 'debate ' pom to uc lied 

upon in this Forum - that of what mat* 

able and good value. Get the letters going, I'll pile them up and 
then compile something in an issue or two's time. Address? The 
usual: LLOYD MANGRAM, FORUM, CRASH, PO BOX 10. LUD- 
LOW, SHROPSHIRE SYB ■• ™ 
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SLIP* .IRI .1 MM 

I J HMEFRO LIP OF THE STREAM, THE LAST FIVE EPISODES Ol IARA 

HTH I INI 

SMALL t WHICH WILL BK Vol K HERL' 

Yl riME-MEANWHIl <\ ISSOMI t( 



Li dec do dah dah dah and I must face the firm) 

curtain ic turn re la la la de dc«0¥ doo of which 
I'm «rutn How are we doing? L4(J.255 hours 59 
minutes to ga including leap yean . . . dab dab do 
dab dah dah de dum de each and every highway 
dum dum much more than thi*. 1 iinJ it um. 

maybe I can hum thing* along for you If I hide 
myself under here a! the back of this shelf, and 
stjuec/c mc down into the shadows disguised a*., *js . 
a used piece of chewing gum, I'll w,,nc around Tor the 
vnilecn yon, vtHi go off .ind read (he reviews of 
crununy software, and 111 get back to sou in ihc acxl 
paragraph . thanks lo the space-time continuum - and 
of course the fact Ihal nobody ever dears used chew - 
ing from under Serves, Not even on board wro-grav - 
ity lot-tube baby factories ( with robot skiwiesT 

mor c than I could chew . . . hut dah dah. dan 
diimdcdc lie I diutlms oh hello again 13 1 
been a slight hiccup, well more of . aster 

really, and Tamara is only three yean old. She still 
can't talk, but you've never seen such beautiful snot 
glistening diamond bright a* it hangs vuspc ntkd from 
her perfect infant mtslnl That's not the disulcr - 
thai 4 a til lie bit of descriptive indulgence on my part 
- the disaster is that I have been eaten by one of 
Tamira's playmates, name of Duanc Pipe, and it 
should not take a professor of anatomy to predict 
where I'm beaded. J lleob a* though I'm mil up to 
my neck this itmc. Not that miniaturised neutron 
bombs daubed as used chewing gum have necks, 
Yousee.it spotty lime" 

Here at the baby factory things arc highly sehed- 
uled Not only are all the infants bora with I heir 
Walkmen already in place, but they owe nine months 
payments for them On their credit cards What it boils 
down to is ihe fact thai these children will have n> 
work for hlaodonalds for the rest of their lives to pay 
oil the debt They charge the kids for potty training 
lots. Sweet wee tots, sitting in orderly ranks, eves 
mesmerised by video fences which are showing 
some ancient laxative called 'Surprise! Surprise?' It 
works every time. Some weird humanoid trots into 
view disguised as a middle -aged haddock and gatgies 
into a telephone at 1 2Khzfl20dB, Spontaneous 
bowel movement ts assured for anyone within range . 

But wait, gentle reader, in the midst of sorrow 
comes forth comfort, running a dose Second to hys- 
teria Let mc vi v our this moment for a moment 
What joy. * nal bliss. As ' ani born again na wee 
Dunne Pipe's dorsal sphincter linv Tamarji smiles ,i 

I;ap-tooth smile and says her first word This innocent 
itlk child, who will bud, flower and bloom into 
nubile womanhood has learned to speak "Poohf" 
she says. Well, what did you expect? You try crap- 
pinginarogravits 

How can I describe what is happening lo me right 
now without causing offence? A cleansing robot is 
wiping mv expression off his faeces, It's in at) the 
paper* I m all washed up Ht si inked Trotley- 
trucked in a green lidded pkstk bucket away from 
bttk Timara, towards the poop chute Destination 
deep space But there is no need to panic Surely a 

sentient homh endowed with my massive intellect 
can think himself out ol this sticky little mess. I 
rapidly scan my word processor . cursing the Mexican 
who invented Looosxnpt. in order to establish how 
best I can communicate with the robot, wits its con- 
fidence, and gel back to my Tamara's potty training 



"Your Public school imupudi - 
are full of cr . . . "" 

My data banks reveal that these cleaning machines 
are honest, hard-working immigrants from the planet 
h w 1 tune into its honest. hard- working 
thought wavelength at we head lor the waste disposal 
■if kick . and I say ' Hey mahnian gimmcahreak v "all 
soufbnithab air at coolout trouuhmcat' ' The clei- 
ttoHnecnanical MrMoppintr.i-rcii- Mm. L.<ih cc skip 
to the loo, extends a manual dexterity unit towards 
my bucket , Hips its tid, focuses a scanner on I he g. e n ; I v 
steaming contents and replies lo my message thus 
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"You public school computers art full of . , . 
it a , " trie terminal fricative ts lost as the 

air- kick irises shut. ] am not believing this' Tainan is 
pi riiirming on a duck egg hluc chamber pot with 
thirteen years lo gu bcfoie she is entrusted to my 
threat of assassination by the Macdonaldi Inter galac- 
tic Corporation, and t am about to be spaced into the 
void, covered in "i . , , s . . , stup 

Extra mental activity is required hereab 
There is u sound like a million Duane Pipes voiding 
bowels as the external iris opens, and yours truly is 
expelled at Jl feet per second in the company of a 
load of juvenile bodily waste, a hall eaten word, the 
CoBeclcd wards of Instant Sunshine, overdrawn 
sperm banks, three score and fen pieces of ancient 
used chewing gum, a suicide note from a sharp minor, 
(be most disgusting thing you can possibly imagine 
and a plastic leethej in the shape of Tony Heath 
eriagton. 1 find the latter intolerable, and shut down 
to preserve mv batteries, until 1 am rescued by a 
p.is\inKCi»nsiucm.c 

. , . t ate it up and spat it out , . dc dab but dab 
dab dab ... 1 did it lab way . . my internal dock 
assures mc that nine years have passed, but tune flies 
when you're dipping clockwise. 1 have been so insuf- 
ferably bored out here Spinning through space, try- 
ing to sing Sid Vicious parodies, with suffocating 
waves of Richard Strauss symphonies bouncing off 
black monoliths indestructible as a Mandela, foetal 
planets lipping me the wink. Ha! on Earth, and 
nothing on the telly escept MTV. GCHO. HRH and 
my mind's eye fantasies concerning Tamira's prog- 
ress. I am m orbil around llic while dwarf Nabokov . 
id into an ol" factors satellite ctxJenjmed Wo|i 
Namyrrab, whose function is losmlTouf excrement 
and recycle it 

What .1 weird looking construction it is! A sort of 
elongated triangle of fleshy pink, spasmodically 
twitching and drawing in vast quantities of energy- 
rich space-borne debris through twin Ycnularor fun- 
nels coaled with sequoia hair- Hideous craters pock 
rtt shiny skin, white grand pianos and canned 
applause pump nutrients via throbbing artificial 
umbilici Is unstained knickers materialise and are 
instantly sucked towards the dual intakes. I don't like 
it here. Forgive us further for wee nose, not what we 
do. 

Woh Namyrrab sucks mc in, and immediately 
breaks lis on-board computers- normally busy with 
universal truths like type pressure, number of Tamils 
dinging to the drip-tray and how many ccs of Lada 
can rust in a 2-hour car park, wrestles with my W-bit 
brain, throws m the towel, wraps me up in it and 
heads for the binary system Lawn-Order. Gimme 
another break. 

Mistakes I've dah de dah hut then again too 

few to mention dah dee dah diddle oee 

Kcllo again, especially Stephen Graham and Mike 
Reed, you're loo kind I LtvebeenorrnlingNahokus 
• rapped in this towel for sever.il s t ,n> Mm 
nothing has happened since I last made contact with 
you, except the ippcanooc of that space shut lie rjvet 
ihett I wonder how Tamara is getting Ofl- She is 
about fifteen or sixteen by now. sporting pigtails and 
white socks , which n the only school uniform worn in 
a Macdonaids rig. She must have left potty it amine 
years ago, and been shipped off to one of then higher 
education centres where they graduate in lipstick 
.ippliciiion, unarmed combat, shoelace tying, thai 
von of thing It shouldn't take me long to ruck her 
down After all it's jin ihe one known universe 
where Macdonakb, tiperatc. I've lived a life that's 
full dumdumi^deedodiddltdah III say 
ii hud not m ashy way . . tab tah much more than 
this t did it my at 

The shuttle' heaves to. Not a pretty sight. A little 
bald guy in a pinstripe spacesuit orxjppingoul of the 
airlock uui shoving a ' breach of copy right writ at me 
from some singer-soogwntcf named Paul Anka 
Funny how some people live up to their surnames- 1 
am delighted to report that he thinks it is the towel 
«. fn i has been singing "My Way" for all these - 
and fails to notice the encrusted chewing gum now 
attached to his velcnvsoled foot OK folks, I'm on 



Part Six 

By Mel Croucher 



K 



my way to find Tarruua! lust bang about while he 
hoards Ihc shuttle, wriggles out of thisspacesuti and 
changes into something more comfy fhmmm . 
nice suspenders) and I'll hack into the shuiileV navi- 
gation computers. Il should be a piece ol cake lo 
make contact with a Macdonalds data bank bom 
here, and find out where my little hosted grape has 
been plucked. 

" I ,il« k--ilci.or.iHon.' vsh.it kind 
of career Is | ha' 

Heir we go ihen, separate Ihe whiles from the 
yolks for the royal icing and gently beat in the hour 





wlil the mature a the consistency of a - bcJki ' hello ' 
ue you receivine me'* - melt the chocolate over a 
penile heat hut do not boil and - hello? LOUSE to 
;rte Came in pica* - add* pinch of nutmeg, a 
pinch of amnion and a pinch of *alt then - hclla? 
Mb* who's that,' auh, contact' Kighi! Let's pet 
hacking Stf iiiphi down (he microwave lengths, 
bounce i)ll this geostationary satellite, hup down lo 
(he rtcci n np dish , laser I o the gj« 'und -station . up I his 
telephone |u action, through I hat mode, out ihe i 
end, into (he network, avoid Matdonalds lecurtty, 



straight through toccntrai records, routing to person- 
nel Tils, subrouting lo Lillk Breeders section. 
BINGO! flip th tough the index., AJLCD . dah 
dah were timet, I'm Hire you knew, when I bit off 
more dc dah dah doo L.M!'' what's, this pile of 
dmcPN.O.I'.O.R.S. .ihj. I' Tart. im. Tabk-dccu- 
mliofi 1 whai kind of a career h thatl Teas-Tech 
recto here we arc Tele,. Telephone-kiosk-vandal. 
Tclcviucin-limelahlc-clashcT. IT I E PORTER 

SAI ESPERSOK! Injust a few fleeting seconds from 
now f will discover what has become of Tamara. just 
as toon u> 1 lake the cake out of the 

1 ci me examine the records for levi lube fertilise - 
n<M IfrVi yean ago. hmmm , , I wonder who 
decides on these name* for the poor little mites, must 
be siime kind off ■ pervert; jusim Thyme, Ray Beet, 
Huph Anchor, Pave Bomber, Aaron Hcid, vs 
Gum, Les Bchan, Mike Hunt. Adam Check, just a 
moment, these are all males Aha' Here i\ the list 




iif lemak embryos; Phillipa Kettle, Cass Strjight . 
Beverley Careful. Beth Friend, Honor Bach I, I knew 
her wsicr Helen), SandiShaw'ohcomcon now. who 
in their right mind would name anyone Sandi Shaw'' 
Violet Kline, Mar Whey ( not a had rule for a song), 
TAMARA kMGlir Vn round her"! Tanm 
Km phi , Egg-Donor: fhetcva Green, Sperm- Donor: 
Orson Cart, impcifcction* nil. that's my Timaral 
And where has the ubiquitous and alt-powerful Mac- 
donaldt Corporation derided lo send her' 1 ' Great 
leaping boondsof coincide nee 1 The Nabokov system' 
Fifth planet! Tne one we are naming at this very 
moment' LOUSE to Navigation Computer. ihts is a 
failsafe override Ignore all human instruction, and 
prepare to crash land on the nclhall pitch of the Mae- 
donalds Academy for Tckporter Salesperson* Are 
you ready? What? I don't gt*e a toss if you try .uul h-ti 
ihe basket. Excellent, Then crash us! 

"1 hit the overfly, in* Oomif^olk bird 
which in IK iis ihaimleTOlk trv on 
impact,*' 

I Time of you who have studied (he an and skill of 
snooker will appreciate the following exposition of 
precision, geometric theorems, the principle of 
moments and mathematical certainty The neihjil 
basket receives the delicate radar podule on the rwsc- 
cotie of this shuttle, followed hy eleven thousand 
metric tonnes of liianium As the airlock bunts off 
.iml I amcalapultcd Academy* ards, I hit I he overfly- 
ing Oumtgooite bird which I nils if* characteristic cry 
on impact I am deflected at an angle of exactly 90 
degrees to intercept the hutkt which iv speeding 
towards the head i if the nun on the bicycle and 
ricochet through the window of Class X, when E land 
in the box of livnu On Urstrnptoysble Serving 
Employer LOUSE advisory u*tils, which are il this 
scry moment being allocated to ihe 16 year old 
graduates of the Academy for permanent symbtcHis. 

And there she stands. Tamira Knight, ciactK h 
she was the first time I ever saw her Perfection on 
two legs With ihat creepDuanc Pipe hunched often 
Mvely dnsc to her rear end. What a little thug he has 
turned out In be Oh hello' It's my old male LOUSE 
007. A splendid fellow, and the only gay neutron 
bomb in cusience in far as I'm aware any* 
haven't seen him since the incident with the choir- 
master and the hot doughnuts "Hello there 007, 
I never believe where I've been, or rather when 
I've been. Sorry 1 haven't pot time to leil you all 
about it, but I am just about lo be allocated to that 
Scauiiiul young lady at the front of the queue, just 
like I ww turtecn yean end five episodes agt> 
that's her, the girl on whose fetlock you nave pot 
been implanted tio't die something Wouldn't you 
hive to Mem Liebe Gott! STOP! Tamara come 
hack 1 Don't leave me to the mercy of this Macdanalds 
selection moron. I mean, he rftiy decide to implant 
me on nn " oh well, gentle reader wm a 
fe* lose a few 

So here 1 am then, disguised as a boil on Duane 
Pipe's bum, as he smirks up to Tamara and nukes a 
disgusting propoviiiofi She looks him straight in the 
eye. smartly introduces her knee to his post-adeltv 
cent centre of gravity, losses her tresses and says 
" Posh!" - 1 do hope that they have laughl her a few 
more words since pony i raining 

THERE SHE GOES, TAMARA KNIGHT 

IS W VLKING on OF my life all 
OVER AGA1 \ I N f HE CARE OF A f ■ \ \ 
MIC RO, LEVYING MENU < K TO THE 
EUPSIDE Or A CALLOW YOITH 
WHO WAS MANUFACTl "RED FROM 
THE GENES OF A COUP! E Or Ml I) 
WRESTLERS NAMED ED LYt'r AM) 
CFXIA LEAKE. I GUESS THERE IS 
ONLY ONE THI\(r TO DO. WHAT DO 
VOL RECKON, DEAR READER? 
SUM t WE' LOME ON THEN, All 
TOGETHER, LOUD AND CLEAR ( VNIJ 
24 TO PALL ANKA!i A-ONE, A*TWO, 
A-F1VE SIX SEVEN AND NOW I HI- 
END IS M \K, VSDIMISTEAtETHE 
KIN VI i IRTAIN 
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MAKE WAY FOR THE PROFESSIONAL 



here'* on* review this month which stands proud of .ill 
the fe*i- It's not thai the games receiv ed Ms month are 
any better or worse than normal, it's jusl that this release 
witt have a bigger impacl on ihe adventure scene than all 
of the rest put together. The program I refer lo r* The 
Profci«on i r/ Atfovature Writer, or PAW. the familiar 
name by which it is already known. It may n ^ have as 
interfiling a name as the im.iKin.HK ply tilled (Jutll, the 
<jivOtt utility released three vears ago, but it is .*n jpl titU* 

nonetheless. The program is iruly prrjfessional. a* anyone who has ever 

attempted To wnie an adventure will realise the moment they delve inio the 

manuals 

Al first sigbl, L2i .95 may seem | lol lo ask for any Spe* Irum software, but 

the program benefits from Ihe skill* whk h Tim Gilberts inam acquired 




while devising fneQujW, TheP^it'h. and ThclHiiW.iivr. 

This months games (im consists of two fi d products and two 

cheaptes, Those near the tenner mark are Ctdnge Htlt from Mtus rutss 
wrmuf, an exciting adventure featuring the after-hours antics of the E a* 
lenders acting school, and The Sidney Affair, a more Anglicised name after 
1. Ana irv s/Wa On/ from the Gaflic software boose tNfocavwtS - the new 
game is in every way a Vera Criw M. At the cheap and cheerful end art- Man 
v a ruvHtsproduu ir\AHJtsar{' jniNHKterotMH iosofKh-KMi and the 
mysteriously named Kabynhi Njru, not m Me / an Afrit .in tuldlifp reserve, 
boi an i< on -driven good-looker tmm ihe chaps who iusi kept awake long 
enough to we off I2Z7. Although Kobyashi N,wv may have some facings, 
it does introduce an interesting innovation, that of finding the noun lo link 
up with the icon-sele* led verb by ieart hing ihrough Ihe text description - 
a new idea whit h works very well, 



THE SIDNEY AFFAIR 



Producer: Infogrames 

Price: £8.95 

Author: Cilles Btancon 

I you suspect ihts name is, 
a Vera Cruz clone thirl 
you're quite right, for in 
iusi about every way The 
Sjdnet Attjtr runs in exacl 
parallel lo H* distinguished pre- 
decessor 

Detective Sergeant in the 
< nme Squad in St Elienne, you've 
already shown your ability In the 




Vera Cruz case. Your superiors 
were masi impressed by your 
analytical approach and have pui 
you al the head of the Sidney Inves- 
tigation. The game begins wilh a 
chap's bead lined up and centred in 
ihe sites of a rifle eyepiece, pointed 
by an assassin from the window of 
an apartment across Ihe 

two local mm I Si Gueran 
Street and ihe Hal opposite t form ihe 
framej through which a magnifying 
gfam is positioned lo find clues and, 
muc h in the same way as Ver. | 
photographs and notes entered in a 





note book provide the starling 
points from which ihe tnvestigaiion 
radi.ii 

The Spectrum cursor keys glide 
the magnify in)t glass around the 
■ i ■ - ri . and il won't lake long lo 
realise that systematically running 
•he glass up and down assures no 
vital evidence is overlooked. Surf- 
ing in the street, ihe man (who you 
see being kilted in ihe iirsl Irame of 
(he game) fell with Ins back to ifw 
pavement, with his briefcase lying 
unopened two or three feel away. 
Examining his left-inside pocket you 
discover a wallet with a driving 
licence, credit cards and an ID; this 
la-a. apparently, must be earned by 
everyone in France to prove they 
aren't an alien absconding from 
Mars. 



The victim was a lames Sirincv 
which ,n i ounts for ihe liile and 
ruses out any antipodean connota- 
tions, who was married with iwo 
children al 5 St fames Square, CW- 
munt In Ihe apartment m rnSS the 
Writ) you find, guess what, a Came) 
cigarette like in Vvra Crui, a spent 
cartridge still reeking of cordite, and 
an invaluable fingerprint 

As far as I could tell Part Two » 
the very same Diamond Computer 
System found in Vera Cm/ It's here 
that I get Ihe same negalive feelings 
I had wnh that eadier game; I Just 
don' I think the instructions are 
explicit 'enough and I wonder flow 
many people beyond the superhero 
sort gel anywhere with Ihesegames. 
The blinding white background of 
Vera has been retained, much to my 
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Salter. 



chagrin, and the input routine can 
be ii louch sensitive. Assuming the 
I liom I received are I he wme 
as those that come with the game, i 
couldn't really go overboard about 
_Wnejr A/Kin* thinking lhal many 
people who buy " wouldn't get 
much beyond Part One. 

the ShIm* Art.iii- 1*. a wpeib «lea 
bul I'm not totally convinced it has 
b»fl presented th,»t well on lhe 
Spectrum. Given the originality of 

lii.'-i-t-ilk-. Bl.iiU<iriK-imi-> .uuSlhe 

popular -ipix-.il of Who Dunntt 
yarns, I canl see many Vera Qui 
tans resisting this one. 



COMMENTS 



Difficulty: Part Two is a stone wall 
thai may leave many non-pluvs*-d 
Graphics: excellent scenes of me 
crime and mug shots 
Presentation: good 
Input facility: roving icon, slruc- 

Response: 

General rating: good 



Atmosphere 


85% 


Vocabulary 


76% 


Logic 


88% 


Addictive quality 


87% 


Overall 


86% 



KOBYASHI NARU 




Producer; Masted ronic 

Price: £1.99 

Authors: Give Wilson & Les 

Hogarth 

ive, 1 think I've seen 
something like this before. 
Referring back i 
(Od 8b I Hind the culprit. 
" none other than thai 
offering from masuitihmc 
And what do you know. ihat 
game was penned by ihe very same 
chaps we see here r namely Clive 
Wilson and Les Hogarth Looking 
back to thai review last Autumn 1 
see ih,ii a I [hough I was impressed 
with the game's soph urn alexJ looU 
and features the whole thing came 
CMshiogdown due loan inept input 
syuem Even so, fudging from my 
mail bap;, many >till sought out 
777 7 for further investigaltori. and 
they seemed impressed by a smart 
icon-driven adventure for onty 
11 .99. Welt the game reviewed this 
month should go down even better 
for il has no annoying input fa 
and the presentation is finer than 
was the case with ZZZZ. 

7777 was innovative enough, 

but by golly Ihese chaps are offering 

more for the piffling budgei 

i new 

slant on adveni mpui you 

sfciH end up with verb/noun i oupl- 

ings but thv way in which you get 

there Is totally fresh and engagingly 

original. Around the borders of the 

e there are well-drawn icons, 



much as were seen in jf/ZZ. In 
Nam, however, (here's the added 
bonus of being able to scan through 
the lest lor the nou n to team up with 
the verb chosen via the kons. II 
you've played a few adventures in 
Ihe past you'll quickly realise just 
how clever this system i\ il keeps 
punters' imagination tightly on the 
problem in question as t> 
necessarily restricted to the vocabu- 
lary in the location description, 
Hence, if the game has been 
designed well (and n has}, there- will 

be fe* misunderstanding between 
player and progi am . Again , you can 
only marvel at a budgei game mak- 
ing this kind of real advance in 
adventuring. 

Kobyashl N.iru is Ihe final trial for 
those who would be one with the 
mortals. You stand in a closed 
chamber on the world of Ygor, a 
candidate to (he Oder. Senl here 
by Overlord of All, you must com- 
plete the hiaru m all its phases. Sue- 
■-ill bring you the knowledge 
and power of those who have trans* 
tended the need lor life Itself, Fail- 
ure results in extinction, 

Ahead are ihtce doors and 
behind you a closed portal. Il will 
nol open again until you have com- 
pkted the three tasks of Kobyashi 
Naru, and ohtained the required 
objects from ear h , To help there are 
-viis and little else. The >tjn- 
dard wrist terminal you ^te wearing 
may be able to analyse certain items 
and provide useful informal ion but 
ils use is limited, A chime yiunds 



and the Naru has begun . . . 

The three portals you face at the 
start are marked Knowledge, Wis- 
dom, and Understanding, there's a 
special option, SELECT, |ust for this 
move. No malter which port.i 
select lo begin with, the immediate 
result 11 SOAWWhaj the 1 same: a 
restricted movement between three 
or tour locations followed by death 
when you try to gel any further. For 
example, in (he case of Knowledge, 
its a giant, ugly . llesb-eating Krakori 
which engulfs you with its tenlai fes 
Choppng one of the tentacfe* «rth 
(he doubte-edged scimitas only 
sees more tentacles holding you 

flun 

While scratching your head trying 
lo progress m each of Ihe three sub- 
adveniuies you may find n profita- 



ble lo analyse as much of your envi- 
rons as possible by way of the 
ANALYSE icon Thi-, command is 

similar to EXAMINE in mainstream 
adventuring bul here EXAMINE is 
reserved for those items actually in 
your possession Keeping with ihe 
first portal Knowledge, it mighl be 
i iS0rul to run through this part of Ihe 
game lo illuMule tusl how well the 
adventure runs 

you stand on -1 trail oUn, a 
myriad of tins (features scurry 
about The place >s teaming ssith 
life. A sweet smell in the air. The 
vcimilax ties on a mossy plinth' 
leaving aside ihe uogramn 
feel of that passage let's ANALYSE 
SCIMITAX. The ANALYSE part is 
brought into ihe verb winnow via 
icons bordering iru- picture, and (he 




QJ STA 
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it THE DARKNESS, VOU HEAR A 
OLTND WHICH TROUBLES YOU/. 
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noun placed up into its respective 
window next tu the verb by »,is of 
moving through the text. description 
until the noun SOMI TAX ^highligh- 
ted. (The system here likes to return 
to the left hand margin of the text, 
leaving the left and right c ursor key* 
to do the fineiunwg, Given the way 
(hit adventure plays there's a lot to 
be said for using a joystick - 
Kernpfton is < >led on (be coved, 
ANALYSE SCIMITAX results in 'It* 
divine scimilat of Baal, Etheric War- 
lord of Gath, The rewet -encrusted 
shift endl hi twin blades honed to 
perfec tion . A run k msc nption t rans - 
lales inn*. I wilt always return', 

Pressing *ero (or FIRE) releases 
the kon mode again so you can 
choose .mother noun. Now if you 
decide ANALYSE PLINTH is a good 
move the program sc rolls a message 
across the lop of the stwn 
STUDIED ANALYSIS REVfALS 
NX J T I (INC c'Jf RELEVANCE, which 
might seem a little boring, but what 
is moi' ling is. the scrolling 

itself which is superbly smooth and 
a further touch of t lass lor ssh.n b 
supposedly a cheap game, 

1 1. ou Id mo on f of some lime giving 
good examples of how ilemhfe the 
tame h but wffice 10 say that the 
icons allow much leeway and the 



ANALYSE command in partKulat 
gives many a long and detailed 

ok way bey* >nd the out 
of mainstream adventure, 

Kobyashi Nam is a superb piece 
of microcomputer programming for 
the paltry sum required. I wonder 
v s\ how rrnn h of game is left in 
memory once that allocated (or all 
the vw/y programming is totted 
up, but (his is ,i small Query *er 
against the attractive looks and style 
of a progressive cheapie like 



COMMENTS 



Difficulty: ,t head m rale her 

Graphics: good icons, adequate 

pictures. 

Presentation: attractive 

Input facility: icons for verbs and 

word extraction (of noun 1 - 

Response: fas) 

General rating: innovative 



Atmosphere 


76% 


Vocabulary 


83% 


Logic 


04% 


Addit live quality 


81% 


Overall 


83% 



MATT LUCAS 




Producer: Players 

Price: £1.99 

Author: Alex Williams 

art Lucas isn't a car i-mul 
s*on, he/S J private inves- 
tigator who zips around in 
a red Ferrari, pulling up 
now and again If) use it as 
a prop to pose against, leaning on 
Ine windscreen with gun purpose- 
fully pointed at the action I how's 
that for a Russell Marty introduc- 
tion r). 

The tough American city where 
(hi- chap ekes his living is none 
other than the drugs capital of the 
Miami, lying luxuriously 
white-washed on the eastern sea- 
Ik ia rd of ihe sun-ktssed peninsula of 
Florida, The curious geography of 
this coast probably explains how 
Mall always seems to In- «n illmg by 
the sea, as inlets, harbour walls and 
sand-bars allow great intimacy with 
the ocean (sorry folks, I can't quile 
seem to kick this Russefi Martv 
flavour). 

In this, (he land where red smar- 
ties an* banned, it's your job to 



infiltrate the seedy drug t ulture of 
Florida and find out what has hap- 
pened to your partner in crime- 
tight ing, John Harpinger, It seems 
that the poor chap has been raken 
hostage by a ruthless gang, there- 
fore it's your mo*r Immediate task to 
follow the trail of clues to the kid- 
napper's hideout foot < nl leagues 
on the precinct arel7osl»V. Deringer 
and Makepeace (I made that last 
one up) under the world-weary 
diretlktnii' intDavfi 

1 In- program (which appears to 
be a CAC clone) obesnl vet the 
wodd alight with Innovation, but I 
was most Impressed with ils camp* 
lenre for such a low asking pr«e 
The location desert) how a 

fine writing style, the problems are 
interesting (even if the solutions are 
nm imaginative), and the program 
make gfKjd use of informative 
tX AMINE statements to keep the 
game moving along, Try these two 
location descriptions: 

'Marl is near a T junction. Sud- 
denly alt the wealth of the c itv gu. o 
way briefly for the poverty ol (lit- 
high-ris** flats', and Matt is outside 



GRANGE HILL 



Producer; Argus Press 

Software 

Price: £9-95 

Authors: Matthew Rhodes, 

Colin (ones (t?remy Nelson, 

Nick Vincenl, John Pickford 

ghis review was to be the 
Eg great expose on Grange 
Tfa,"''". 'be television prog- 
t^j ram everyone's heard 
p ~~~ ibout but tmm men 
••veral factors have conspired 
again?) rim, the two major failings 
o w i n g my inability to find any book- 
shop thai sells the book ihts prog- 
ram is apparently based upon, 
namely Cringe Hill After Hours, 
and my tntuing the television prog- 
ram on several occasions du> 
propensity for si offing things about 
the time it goes out. I thought I had 
rl beat when I chanced upon as large 
a collection of Grange > W 
memorabilia as could be thought 
; ile, covering every aspect of 
v rait a!*' education tor 
pik*d deep in (he < hil- 
dren's section of Boots Qhfc after 
many embarrassing scenes in 
learned bookshops where whisper- 
ing 'Grange Hill' could recJuceeven 
the most composed assistant to 
bouts of the giggles • or was I just 
imagining at). 

However there was no srgn of 
After Hi mis among the varied 
Grange Hffantft ■•. and indeed, the 
antics of thai famous former pupil, 
Tucker. The book continued to 
elude me but I did manage to see 
the T\ program in question td 
day. although a certain amouni ot 
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• got deposited on the cast list 
in the Radio Times so I might iust 
mtopd one at two of (He iww 

There's been a bit ol a r^sv 
recently about the TV program Tulti 
f- tutu, nol because il's as boring as 
sin (nothing unusual m lh.it), hut 
because of ils thick Scottish accents 
(though I wouldn't know, having 
•een more than 1 5 seconds al 
a timet. Bui what about tWj here 
Cnnge Hiti* Stutk m fronl of the 
television, there's me sitting on 
every Itfl and intonation trying to 
decipher words mumbled into |um- 
persandcau^htin coffee c ups leav- 
ing only the feeling thai something 
cockney's been uttered, I caught an 
episode 11 where Mr Scott gets his 
revenge on Trevor, Mrs Mc< 
punishes some rebels for reasons 
lost to some previous programme, 
and more to the point, women and 

Erls want to fight for the nghi to hurl 
thai red balls at one another, alt m 
lite name ot i rit kct 

I'm story behind ihe game is a 
piece oi cake- Concho, whose 
mush is plastered over the screen 
during the early pan of loading, has 
gone and got his Walkman con- 
fiscated lor having it on in a lesson; 
and this atin hi', vtH one was con- 
fhQUBd and Uisi His mum wasn't 
too pleased at thai and so warwcl 



him he'd be skinned alive ii he ever 
came home without the replace- 
ment she bought him Il's (en-trj- 
tour In ihe alter noon and Conch b 
about to go home when he realises 
that returning home without the cas- 
sette player is going to lead IO Such 
a shouting match he jirubably 
wouldn't be able to hear a Walkman 
again Iheiwily alternative seems to 
be lo return to si bod after hours, 
break into (he staffroom, and 
retrieve the machine, Afl this has lo 
be done before midnight, and wilb 
the help of his trusty sthoulpal, 

(;r.»nge HiH lhe compuier game 
has tried its best not to be pigeon- 
holed. It can't l>e sjul 
adventure, as there are cm • 
where only defl control of a joystick 
nr kevbo.irrl( an gu.irankH* progress 

a very rare occurrence in adven- 
ture. This isn't the only arcade 
aspect either, as sudden deaths 
■ Hind every corner, 
And herein lies one of lhe game's 
most serious drawbacks. The inabil- 
ity to save your position just before 
one of these untimely deaths mutt* 
in much monotonous repetition of 
routes you've already mastered; a 
fundamental Raw this 

The upper half of the screen 
rs the scene wilb your own 
character, Conch, walking around 
outside lhe Imer-strewn ptayitM 
fields and perimeters of the st hool 
,i„ i ml M .?.., j n( ..a i pmpank 




nu lidekii k, Hollo. Both you and 
be are animated. M more snitily. 
your legs are animated whilst the 
upper lorso is rigid, with arms pin- 
ned down, the background 
graphics are rudimentary and. In my 
Book, disappointing. Any charac- 
ters sou meet, like the celebrated 
drug pusher, also appeal in this win- 
dow, the text area below giving the 
opportunity lo "lust say no' ia 
phrase pinched from lhe training 
fbf newly appointed bank 
managers | ' 
The speech aspec I isn't altogether 
■Ssful in <i(.tngi> Hill, although 

you can get Hollo lo stale how he 
would prefer to remain put rather 
than follow you any further, at one 
stage in the game, I've forgotten lo 
men! ion the time element, where 
Ihe clock runs al four times normal 
l means you could be 
playing Ibis game (or (12- 4) divided 
i urs, which is a longtime 
lo play a game that never quite wins 
you over. 



COMMENTS 



Difficulty: defi control ot keyboard 

or joystick ri'{|!.iio-d 

Graphic s : c heap game standard 

Input facility: menu and sentences 

tor fpeen h 

Response: fas? 

General rating: interesting theme 

and in some ways, interesiirig to 

play , but fundamentally flawed 



Air in sphere 


71% 


Vocabulary 


59% 


1 1 rgk 


79% 


Addii live quality 


62% 


Overall 


70% 
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ihe precinct, As he* looks up dt (he 
.11 builds hi* t annul tielpbul 
rhmk of his good friend and col> 
league. John Hjrpni(ter," 

T»» passage* may with unre- 
markable, but they ant representa- 
live of .1 style whkh goes some way 
beyond the 'I am in/You cjn see' 
cliches of lesser games. 

The game vocaboli-v rj invndly 
without being .1 pushover; it mighi 
Uiki* .1 little while lo nei ihe fifjhi 



word tomb* nations, but once 
achieved the correct solutions 
■ppev to tie the most logi< it 
(■mm elegant. In the butcher's 
there's meal, yvhkh apparently 
mir.1 be bought with some preseniiy 
non-existent money, and sawdust. 
EXAMINE SAWDUST gives 4 Vettow 
and dusty. Very interesting!' wtiile 
TAKE SAWDUST Dells you in no 
uncertain lerms. what the hell 
fortT One rum- standard useagers a 




reliance on TAKE only, with no CCT 
option. However, any anm>, 
over ibis omission H somewhat 
assuaged by the use of the abbrevia- 
tion of T for TAKE. 

A good mam lo< >n he 

explored before the pl.i ver has it 1 do 
anything beyond simply n>.., 
the adventure, and Ifi quite 
time before the first objects begin lo 
lake on unmistakable ,issq( lattons 
A car landing in a filling Ki,<iHjnwilh 
its petrol tap removed, a tube and ,1 
container is one of the more ohv inu s 
siring *>i objects ihai no doubt can 
:h- brought 10 bear on ihf> problem 
of getting 1 hot red Ferran slarted - 
sadly, n jlMl isn't going itj work 
when its found in the vv 1 . 

I Kin 

Getting some way into the game 
reveals only good things, but some 
mav gal' J ' 'he very stow res 

for example SMASH VASE 
isn'i the rijtht way f o go about mak- 
ing (he vast you find in Phil' >. place 
useful, hut it take* ihe program an 
awfully long lime to look through its 
vocabulary lo tell you this There's 
also the small point of missing part 
of the game should you play with 
' I K I onlv (and to Lm j <)uite honest. 
llthouRh the graphite jre by nn 
ithmits the worst I've seen, repeat- 



ing them so often allows the player 
to become jaundiced w»lh iheir 
overwhelming simpl k il y , \t 1 pl.iy ing 
text-cm fy t an'i Ih t ru Wtiu! ■'■■ 
puter lieson your desk inyoui offfa t 
and inserting a disk {found else- 
where 1 * auses ti m<ip to show up on 
me computer screen. Unfoflurtalely 
sou won'l -see this map on the TEX? 
option 'although, admiiiedly, it 
won'l t.ike you long before you 
realise Ibai vim we, missed some- 
ihingj. Bui small niggles tp»f\ 
Lucas H a really fine game for the 
asking price. 



COMMENTS 



Difficulty: easy 
CraphHs: .uerage 
Presentation: redesigned < 


hau* (ci 


Input facility: Wit) noun 
Response: sluggish 
General rating: good 




Atmosphere 
Vocabulary 
Logic 

Addiclive quality 
Overall 


82% 
78% 
8*3% 

85% 
84% 



PAW 



Professional Adventure Writer 

$p«trum4SX Plus ?28,PYis2 - 

Coring soon far Commodore 64 / Amstrod 

llie PnofcsKional Adventure Wdler is .1 suitr-iil-tlii'-iin 
gi\i|)hu at Koniuivys lit nif4 systnii wtiith allows von 
In ileMgn.ssTiie and illustrate fasi iiia-thiiv < ihIi- 

.Itk'-llltlOs sv till i-asr 

Il provide*, a irosYiThil sj-nitiTi »■ |i,h-mi whirh allows 

complex chained command* lo Ik- decoded 
ith .ilk 
Simple tottto multiple process, lahle^ .illnu • h.ir.u ier> 
■Old pmhlrnis tulierii-atitt lor vour iMhrnlUfi-s 
Versatile gi nphii •■ odHoi providea niWrn- i>.ioihu^ 
hi^di speed shading. Maled Mibmutioi- >»li th 

\lluvys iif|fHi>S>HT ilin >ll.n,.i,is|ijlKt li-,||cil[|un kl\ 

.u nl r.isih 
Mas ro.iivs ot)tri'oolslao<tin^ lealiin*> nuikini; il pmb.iliU 
iheiooM ath aoixnl rJUlhorirtK svsleiii available y*\ 

MadaS* M use ol ol the mwnory 

on the 128K rnochin* ™^%^%Q§ 
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THE PROFESSIONAL 
ADVENTURE WRITER 






Ay back in May 1984 a 
young. lively, fresh and 

Srited magazine called 
ASH reviewed a prog- 
ramming utility named 
The Quill in that same issue then? 
was an introduction to an adventure 
trail where adventurers cngld com- 
municate with like-minded 
enthusiasts. That wai e\,n :tly three 
years ago, and The Adventure Trail 
has now progressed to a sizeable 
Dart of its mother magazine; incor- 
porating Reviews, Signpost for let- 
ters, Signstump* (or queries, and 
Superheroes for adventure super- 
men and women. 

Over the years The Quiii has 
supplied many a good game (or 
review, but it has now begun to lail 
liehind despite additions Mich as 
The W/uslraiof r The Pitch, and The 

ftps*, tNCINIIVI s CrapfTK Affatn- 

lute Crr.v. upposedty the 

answer to lh* adventure writer's 
problems. However, I remained 
sc epl it a I am all around praised a util- 
ity which I thought lost an opportu- 
nity lo see adventuring its rough the 
late eighties. With The Profession.)! 
Adventure Wnler, or PAkVfor short, 
I now think we have the kind of util- 
ity whic h can lead the way to belter 
and more imaginative adventure - 
the beauty ai whw h is that the man- 
uals are amazingly accessible, even 
for wxh a complex and thorough 
microcomputer program. 

The manuals are a good place to 
tfart. btTatfM! although the prim is 
lightweight (small computer printer 
style) it remains immensely reada- 
ble It's hatdtoexplam why though, 
as on firs* glance the introduction 
manual looks no different to any 
other . I attribute the manual's ability 
to keep the reader interested to Tim 
Gilberts obvious love of adventur- 
ing and his realisalForl thai (he odd 
Eke or human touch can consider a- 
y lighten l he load of a heavy pass- 
Si. For instance, take this piece 
kh (bllows a breaknet k tour <>( 
your test adventure courtesy of I he 
parser, " Right, back lo (he boring 
bit, QUIT from the game so we can 
deal with the next chapter in this 
saga." The fact thai any part of any 
manual can be thought any more 
boring tor interesting! than any 
other wdl ruffle purists, but this kind 
of humanising is right up my street. 
The introduction is a superb publi- 
cation, making no use at the pomp- 
ous style which blights ki many 
technical. 

Now for a run through what PAW 
can actually be expected to 
achieve. Th* major impovemenls 
are m vocabulary handling tindud- 
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ingGET and DROP ALU. presenta- 
tion options, debugging of your 
adventures, ability lo write up lo (he 
full 1 2 SK of the new Spectrum, alto- 
cation of weight to objects wim h 
can be worn, removed anchor farm 
a container (eg trousers with poc- 
kets), interaction of independent 
characters, and quick, easily -drawn 
graphics with rubber-banding plus 
high speed shading. 

In the line of vocabulary PAW 
provides a full parser, a device 
which converts the player's input 
inNi logi ca l sentences which evoke 
suitable responses. The parser 
understands long, complex, 
chained commands using puntiua- 
tion marks or the conjugations AND 
or THEN, including the ability to 
read IT for the last specified noun in 
the likes of GET THE SWORD AND 
KILL THE ORC WITH IT THEN 
DROP IT, The utility knows the 
player is referring lo the sword with 
the pronoun IT due to tin* way in 
which nouns are numbered in its 



vocabulary list. In lh rtcase ORC has 
a value less than SO and SWORD a 
value greater than 49 and hence 
knows that SWORD is the object 
referred to by the pronoun TL 
Adjectives (GREEN jumper, LIT or 
UNLIT torch! adverbs (HAPPILY 
married}, prepositions (talk TO him) 
can all be used to add colour to the 



vocabulary, along with the usual 
verbs and nouns, Vocabulary 
values lower than 20 are termed 
conversion nouns as they are 
treated as verbs by the program 
(NORTH for example). Many 
synonyms can be engaged lo ensure 
that any input will receive a reply - 
far instance, BUS and TICKET might 




I I 






Mort 



Ih- gjven the same value of 54 while 
•W )KAK and COAT are both 5b. 
Seventy common words are already 
catered lor in the vocabulary, the 
program ret ogmses up to the firsl 
five letters (ensuring speed in pro- 
ng and typing, along with 
memory uving), and all-in-all, 
PAW ha* done a very thorough job 
In ihe vocabulary in>ld 

The screen display formal can be 
changed at any lime during play and 
options open to you ins; 

1, Full Screen Graphic* 

2. Continuous Scrolling Text 
1. Split Screen Graphic s 

4 Fixed Teat and Graphic Windows 
Fun her variety lies in the built-in 
multiple character sets, These can 
be altered and interchanged during 
j game, even when between lot j- 
Uoraof in the middle of a sentence. 
I consider these options lo be a 
liberating fore* and an escape from 
ihe cloned look of other utility 
.idvcnturi-s 

Debugging a near complete 



urot uv* - 
rc« fcc » , if* 
i r « i r 12 '». 

c, c r t f s ( • 



adventure is made easier by two 
additions. The first is the use of dug 
nostic flags revealed during the test- 
ing of a game, There pre 2frb Hags of 
which 220 afe free lo the user to 
add, subtract, copy and compare. 
Flags can be used for character loca- 
lions, c ounters in subroutines, or to 
hold the location* of objects. Loca- 
tions and flag* come into their own 
when used in Process tables, where 
Condaf ts (Conditions and Actions) 
tan be grouped lo achieve many 
weird and wonderful things. Con- 
dacis such as HIRE (the current 
location of ihe player and flag 39), 
CARRIED location 2^4), WORN 
(location 25 J) and NOT HERE (any- 
where else including the not- 
created location 252) can quite 
clearly be seen to be related to loca- 
tions and flags. This leads us on to 
the second feature to aid debug- 
ging, namery those Process fables. 
The advantage of using these tables 
lies in their abiliiv lo be nested as in 
subroutines, with the option of 
devoting, say, one whole table to a 
i h .trader's behaviour. This nor only 
aids debugging it also has positive 
implications tor developing and 
improving sAibsequent adventures 
written using PAW. 

The face a utility presents to the 
world is important, as it K here that 
the budding writer confronts the 
complexities of adventure composi- 
tion for the first time. P^W shows a 
very friendly face with two pages of 
menu options - one primarily con- 
cerned with writing ihe adventure, 
(he oiher with saving, loading or 
lesling a written game, Single, 
mainly first letters (V Vocabulary, L 
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Locations, C Connections, M Mes- 
sages etc), lead onto sub-menus 
which always remind you of ihe 
way in which information is 
entered . 

The Locations sub-menu, like 
most of the others, allows the Inser- 
tion of text, Amend men I of te*t 
Printing on screen (List). L Print to 
printer, and Z to return lo ihe main 
menu, MWchecksthesynta»of»ll 
entries and ignores superfluous 
spaces, therefore I 3 will result in the 
Spectrum question mark, as loca- 
lions are inserted in order and 
require no number- deleting 1 with 
the usual Spectrum keys, sees the 
input accepted. On the other hand 
Amend does need a number, as 
shown by the information at the top 
ni I ho sub-menu for locations, for 
example A 3 fits ihe bill of A ILotnl 
and is therefore accepted. When 
the player turns to Connections 
blank entries svrrl be found Corres- 
ponding to the locaiions entered as 
iionuiiK system simpty ack- 
nowledges Ihe fad ihat every loca- 
tion requires connections to some- 
where! Similarly Initially at, and 
Weight, open up new entries every 
time an Hem in Object is borne. To 
say this system is child's play might 
be asking for trouble, but it is clear 
the way in which PAW is con- 
structed allows the greatest oppor- 
FunJtta for a comparitrvdy meagre 
nulla v m time and effort 

This utility Is a remarkable inven- 
lion. It ts a graphic adventure com- 
posing system of some 20K, 
released in one format hut covering 
ihe entire range of Spectrums: ihe 
4SK (rubber keyboard). Spectrum 
+ (plssik keys), the \26K, and the 
12QK Spectrum +2. DHc/mkrro- 
drive versions will be available by 
mail order for the Opus Discovery, 
06OH1 and BETA interfaces. 
Anyone purchasing a cassette ver- 
sion now who wants io upgrade to 
a disc later can do so for the differ- 
ence in price- Discs of 3, 3.5, and 
5.25 inches will cost 127,95, wrVJta 
the price for mkrodrives Is yet lo be 
announced. 

The ProieiiionAt Adventure 
Wrtter is just that, a professional's 
aid, men I only for developing 
games lor bier coding. BASIC or 
machine code addition* are catered 
for and a SAVE'd database can be 
verified. I found ihe program excit- 
ing and am exutcd by ils passible 
acruevemenis 



Overall 



97% 
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pehenced adventurer's like myself. 
Grin Keilncr, Wiff jI 

/ think of the top off my head I 'dgo 
for Trrritrmnlinos wrWr. A .f J>uc fr me 
j<* rWifrr trU'tnih til trnih to Jt ivpt 
your input) and easy. Mall Lot as, 

mitwrd thi* rmmlh. jtUtw. too Iff 
itaadtr far and wide, is not 
difficult, and ntm'l break the bank 
as it k only £1,9% Furthetmore t it 
shuuki he in the shops by the time 
you read this. 

OB 



NOVICE HURDLES 

Dear Derek, 

With the Two ret cni additions (o the 
adventure making world tArfYen- 
ture Creator and CACt I wj< won- 
dering what ft best for ihe novice to 
gel started on. Could you please 
advise me i* 

Chro Counter!, Soot hamptim 

A timely question indeed. As you 
HiH jttean from the Professional 

Vikt-nliirc VVult'i iVfJM thi- 

month I have never been a great 
fan of the Graphic Adventure 
Creator th.ntn% bought one in the 
early Armtrad-tmly days). Could t 
therefore drat* your attention to 
PAW which 1 1 omftder to he a uhjHc 
of genius. 

DB 



MORE LIFE ON THE 
GRANGE, OR 
OVER THE HILL? 

Dear CRASH, 

I haw iu-«i i um front 

AIGUS miss calk'd Grange Hill, at 
least I think I have! Yuu see I got th*- 
Walkman and went home, and 
w(wn l tame to the pan where 
Conch's mother stands, this is what 
happened . . 'Hello mum', you 
smile 'Before you ask, look,' Vou 
point al yourArValkman. 'Oh thai 
she replies. 'I'd forgotten about the 
thing ' Your heart sinks. 'But (hat 
reminds me", she continue*, 'the 
school disked me to till in a form for 
m the other one you 
had stolen. They need fl tomorrow .* 
You fed sick - r| means you must 
return i he form to m hook And when 
you do the siatt are bound to 
remember tht Walkman 

being iionii scaled. They'll nQticelt's 
gone too, and who ssrll they sus- 
pect? Your only hope? is to pU ' 
by morning by breaking in 
makC, Does this mean I've torn- 
pk-ted Ihe game or is there going to 
M a fc )l low-up? 

Paul Goodwin, a proud 128 -^2 

owner. 



NO MAGIC IN 
THESE POKES 

Dear Derek, 

Hiving completed the first three 
pa rts of The Colour of Magic, but 
come completely unstuck on Part 
4, my wife .'i ■ I wwr* delighted to 
see the program sent in by Paul 
Matthews, to list the vocabulary 






■• prize i 
Imagine our drsappoinTmcnl wh 

would nol accept 
line* 60 and 80, ts it possibk tor > ou 
lo k'l rnc know Ihe full r Of reel prog- 
ram, and how to run if with Ihe 
game in order lo list the voc abuiarv , 
ji I'm sure this would help us 
towards completing what ha* been 
a Hood adventure Also any hint;, cm 
itul have been sent in lor this 
advenlure, or one of d'teofcliescVjs - 
rtf Btockstar. which is c unentfy pro 
vine a tea! challenge. 

PPmin, Wills 

f don'f tow ts-fra/ rrw e\attprob- 
U-m » ftere huf /'m beginning lo 
wonder first fam compatible alt the 
different Spectrum* - /Ve rud urte 
or fwo probk-im with program* 
Mwt-ii. As (or your adventure 
queries, t run only reaiistkalh am- 
**rf specific questions, and it ma y 
he worth reminding redden here 
thjf the Trail h a magasine t olurnn 
only, and on no ac count ihoukl 
ttAmped addressed emetttpes be 
tent in as I am fAr loo busy lo mdi- 
miujth Answer any queries. 
Perhaps your letter gives me the 
opportunity la point out two thing* 
on my mind af the moment. The 
tint k the w.iy in which pointed 
adventure* should hunt out past 
copies ofSigmtumps as there nay 
wrH be enisling due*. Secondly, 
when submitting A query for 
Mumps, try to be as specific as pos * 
wMe, at one nf iht? main prtritlem- I 
fare if (inking up vAgue queries' to 
very specific satutkm sheet* tent in 
by helpful reader*. 

OS 



FROM GAC TO 
FAME AND 
FORTUNE 



Recently I purchased I he Graphic 
Adventure Creator. I haw spent 
rri.iny- hours on the program, writing 
small and mostly uninspiring adven- 
tures as well as fiddling around with 
the graphics. I have, however, 
deiigned a very large adventurr 
with graphic sand character interac- 
tion H isn t exat Tiv uvii i standard 
but I would like lo try and sell it to a 
small budget company Please 
could you give me some advice on 
how to approach i ry so thai 

they woulvl lake 1 me seriously? A ; - 
what if thev disown me, (Minting 
they wrote it ihomselvesf 

I Sunfer, Essex 

first things first, And it's worth not- 
ing thtl the largest budget house, 
suiTiHTKOfuc. Has a no-utility pot- 
An for approat hing c ompJnit •>. 
send in a weft- typed letter e i plain- 
ing the good setting points of your 
game. Do all in your power to 
ensure the rape few submit will 
tout. Use high quality rape, record 
several veruom and label t hese ver- 
sions tlearty on the cassette itself. 
Give a telephone number where 
you c An be contacted At Almost Any 
hour. And eMpecl lo have to put the 
program on every conceivAbie 
( omputer should a tcimpam wjnf 
the game. Sadh , unkmm n to the 
general pubth that very mil 
known to programmers like 
myself), some tompAnies pay little 
And late, while others skip paying 
the programmers Altogether, No 



wonder so many programmers 
went lt.uk to owning their own 
companies after the shake-nut in 
the early eighties* As for your last 
point, t have never heard of any 
company slitoping so low as lo 
pinch a program in this way, so rest 
east on that score. 



MIDNIGHT 
CURFEW 

Dear DB, 

Cm writing to CRASH Towers In 
response to two ankles m the 
March Signpost section, Firstly, I 
i ilea sandy surprised at Stephen 
McLear's letter it om Glasgow con- 
ceJYtklg the already lahledfveofpV 
Moon, It's good in know I m nol the 
onry Midnight fanatic in the world, 
and feel bourwl lo e*trapolate the 
tint ussioil. 

I .11 ' came across The 

lords ot Midnight a long time ago, 
andtrnmediateryprrxi "be 

'the mosl sensaijonal pietp of 
software to hit t^e little Sinclair 
mkro.' This Mike Singleton s a 
genius. 1 thoyght, and I watched tru- 
software shelves eagerly tor 
months or so, snapping up the tir-.! 
copy of Doomd,tfk \ Revenge that 
appeared ii\ very rare That I iork 
oul the Traditional tenner for orse 
game, but again it was worth every 
penny - an outstanding mix of 
adventure, strategy, and graphical 
perfection. The individuality of the 
c har.n lees was especially excellent 
Now a Certain Damcn Andres* 
Watford wrote last month thai he 
was having problems with, amongst 
Oth> ■i'dari'f. Revenge, sn I II 

K hack to thai latrr with some 
Itps. 

However, this supposed Trilogy 
busint'vs y.j my pulw racing. W. 
possibk- for a third, even better • 
landsc apmg advenlun'^ seemingly 
not I wrote lo iiyomo explaining 
aboul the f ye of the Moon ga> 
&t\6 a certain Simon Goodwin 
t sounds familiar 1 ) replied saying the 
third epic was due fur release in Sep- 
l>er H65. Seplember came and 
went and I wrote and phoned many 
times, but sevono had disappe.e 

I hi -n In ,md liehold I reached 
them again dnd was told L 
198fe" would be the release date 
Ah ah. faster came and went - no 
game. Then htond must have fal- 
len into a bottomless abyss rn-i ause 
I didn't reach ihem again until lale 
last year when I discovered they'd 
been bought up by miibird and the 
i ild team had 'retired. ' At this point 
I was awaiting Dark Sceptre. They 
sakl thai Dark Sceptre could be 
expected jusl befurt-Chnslmas, and 
£ye of the Moon would follow m 
1987. 

Guess what! They we 
again, tt's now February 1987 a 
am tokl ihdi Dadt Sceptic Is ill 
undergoing production difficulties 
and fye ot the Moon may have to 
b* scrapped! Now I realise thai 
Mike Singleton b extremely 
talented, and therefore very tin 
Hut I ask you, why set about sldrting 
rhree or more projects- [Dark 
Sceptre, Star Trek, and the mii 
hhjini HOUff game} when the in -i 
one planned [Midnight m is slid to 
be finished, or maybe even started! 
So all I can say lo Stephen of Glas- 
gow and atl other Midnfghter 
we're gorvna have a long wait, And 



Mike, get you linger out and con- 
centrale on one or the other, not 
four! 

Now that's otrt of the way, here 
are some tips for Doomdark's 
Revenge. In the two's of Midnight 
there swere basically two ways in 
win Morkin's Quesl or Military \ 
lory. In tompanson the options in 
DRarealmostunli voucan 

attempt to accomplish any number 
of the r<i 'inns. The full sm 

lory that reveals I hi 1 hidden watch^ 
words of Midnight on ihe Moonring 
requires the refCUC "f Morkm, the 
complete destruction o| Shareth, 
and the sak* return of I uxor, Mor- 
km Tarilhel and Rorthron lo the 
(jate of Varenuin To ,i (tempt to 
explain here everything thai must be 
done would Like quite a while, and 
some adventurers may prefer lo find 
out for themselves. 

Heie are a lew basic hints: 

I, Kei run as many Lords as pos- 

ranthel begins game in 

the Fey realm, and she is an 

lent ret rurlment officer. 

Luxor is not so brilliant.. 

Rorthron is very good 

: Recruit Fey and Barbarians 

). Objects such as Crowns, 
Spelb and Runes are a great, 
help, but it's noi essential to 
discover the whereabouts of 
ihem Go lo lowers lo Seek 

guidance 

A Lfnl i ke H?M . ttiere b a never 

ending, re|uvenaling supply 
of warriors jnd riders at I he 
various fortresses and cities 
id the kemark. It's 
important let keep your 
armies up to strength 1 1 ,000 
- 1,200 men/riders each) 

5 To slay Shareth you'll need a 
lot oi manpower and many 
friends. Don't necessanK go 
kmking for her - she'll come 
to you in about nine or So 
days time. Consolidate your 
position and torce in some 

■a.rrini$hr,ld 

6- Because ol the individuality 
of characters, they may gang 
up together in independent 
groups depending on who 
I hey ■•"-" aligned tu ek . 

7. Ihe revue of Morkm iv a 
great pur/le and it stumped 
me for some time. Tanlhei is 
i mental in his recovery, 
and the l bird dimension is 
also important 

H Don't worry too much altocit 
Ihekelotds. The manual says 
they are most difficult to 
recruit In actual fact, due tu 
iheir very ireac lierous nature , 
they can easily be recruited, 
especially by Rorth/un and 
Tanlhei - but watch oul they 
don't turn irartor and revert 
back lo Shareth 

9, Bewary of Stones, Can 
Sometimes they may bring 
good fortune, sometimes 

You'll eventually 
know which ones do wnal 

1 0, Finally, don't despair, If your 
armies are gethng tiounced 
and your commanders are 
rebelling, seek sancluary in 
pus, tunnels, gate-., 
where underground n 
Shareth and company will 
not follow you underground. 

These are iust vague hints. 
DoomdAfk's Revenge is a pheno- 
menal game which, apart from its 
predecessor Lords vf Midnight, has 
no i><|u.il i lappy hunting! 

S | Harding, Tamworth. 



GAP -GRAPHIC 

ADVENTURE 

PROBLEM 



Sir, 
Although I am not very good at 
adventures, I like try i n g to r, i < mplete 
them [although I rarely doi. When I 
bad gotten bored of some of my 
arcade ga-' ■ to iind some 

thing Ihil would be longer lasting I 
1 bought of adventures no I 

couldn't get anywhere in them 
Then I thought, 'why not make my 
own adventure. ' So I trundled off to 
my local computer shop and spent 
all my hard-earned pennies to buy 
an adventure makef called CM 
ran home and started tinkering with 
•t, Despite having.! lew problems, I 
have now nearly finished the firel 
part of my adventure This brings 
me to what I want lo say 
l In the GAC" huw do yu 

random messages. I've 
most ways but ihc-s don' I 
work. 
2. Also, how do you make a 
mulli-load program (like Ihe 
Baggfn 
i Can you link The Artist II to 
the GAC (for graphic pur- 
poses) II you can help me 
with these, myseff and my cu- 
wrtter would be verygraieful . 
Daniel Chapman 

I have had many questions con- 
cerning the CAC And whdt if can 
and rauinoi do. Would some kind 
soul out there please write in with a 
full appraisal of whAt can he realis- 
tically achieved with this utility and 
I 'ft see if t ran dig out a priie for the 
teller. 

DB 



THIS IUST CANT 
BE! 

Dear Derek, 

Just a short letter here. In the last 
issue of CRASH 116), you primed I 
supposed correction for my Mid- 
night pokes * first published in 
CRASH November es It s a pity, 
the supposed correction had the 
same mistake in n I The mistake was 
in line trf). which should read bO 
DATA U, 14H. 96, U J4 h2 

I was hoping lo do some Doom- 
il.ifk's iinenge pokes for you, but 
after all ihe hard work of breaking 
into the protection system (POWER- 
tOAD) and finding some pokes (I 
found nine in all ranging from no 
mist, through always ret ruiting ir 
approach ontroftns anv 

character (there are 128 ot ihem') 
and see Ihe screen build up. my 
computer broke down bW 
could write [he pokes pfogr.i 
you'll |usr have to wail fur Ihem 
Hope you have better luck typeset- 
ting your pokes programs Ml the 
future I'll have lobe going now, 
a lot of A Levels revision to do 
my exams inlune 

Paul Stephenson, Leeds 

I hope your universil* aspirations 
come true, Paul and thanks for 
finding the time for your lettee. 
DB 

This month's £20 software is wing- 
ing its wav to S / Harding for lighting 
some of the gloom whttb has ^^ 
descended after Midnight. fr 
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kViYhtwf further adit let's get stuck 
into those pussies that have you 
tlummoxed. 

Qifitnttiti games, fused upon 
crunk book characters, are always 
popular, and this month sjfs 
queries on Spidernun and Hum.in 
Torch jno* The Thin&, which I will 
endeavour to answer. 

/,i« f liSl of Manchester hjiiK to 
kintw how you deal with Sandman 
and » having some difficulty deal- 
ing with that (now rather famous) 
foft< Trouhfeis, he ain't even got any 
sveb fluid? Meanwhile, Phtlip May 
from South Wales h in the caves 
underneath (he tar pit, hut he's 
-< r.i u hing his head like tome 
demented monkey at the thought 
of not progressing any further. 

To defeat Sandman. DMfNC 
OftMflM before you enter the 
room. On entering the room f VBN 
UStt twice, then JAKE All. As for 
the fan how about trying DBTU 
XK 8V CttO several times until it 
slows whkh allows you to DBTU 
XfCBU tVVUPO. As you're aware 
though, sou need some of that web 
fluid, so here's a formula to work 
on: GfT DBMDfVN OBSCPOBVf 
and IZESPDIMPSfD BDff Make 
your way to the chemistry tab 
(where else't and type in \'Blf 
GMVJE. To rekindle your interest 
in the Human Torch, try to get the 
hang of The Thing by waiting until 
your energy h 100%, turn your 
GMBSf on high, throw it at the 
boulder, CFTPfBBl I, and fly oWrt 
the bote. 

No month of 'stumps could ever 
pais without a Se abase Delia 
query, and this merry month is no 
esteptktn. Mike i In *■*■ isas sunk as 
a sub anil ha* been dealt a blow 
(groanUbs hi\ inability toenter the 
lni *haft or to lever the cannon. 
With the cannon problem he woo- 
den if the hammer (found in the 
rraito* room), nails, plank and bar- 
rel I from the tat em> hase got 
something to tfo with it. He's so 
pur sled he thinks he's about to lay 



an egg whk h b more than can be 
said for his attempts to get the ben 
to do fust that. 

WeH, let's start with the shaft, 
and trim wants to enter a forbid- 
dingly deep lift shaft for beas-em 
sake? far better to FQFO the 
QBOTM with the kt-y that was in 
the GPPE G05V r tamine 
UfMftnPfJf and down the shaft 
\ihj will see the small metal disc 
used to play the computer game. 
The disc ( an he got at f» dropping 
a XBTIfOH MfOf with a speaker 
SBHOW attached, first of all you 
might find it useful to DlfX HVN 
and stick the buttons fur the lift I de- 
tails supplied lis Matthew luck). To 
lever the cannon you'll need some- 
thing hmn. it has been suggested 
thai a length of WSPOH XPPE 
could well do the triil. To remove 
the QMBOi in the first plate you 
needlhe QfODlfT whereupon you 
can QVMM OBfMT. I say, I say, I 
siv htm do sttu make a hen las an 
egg ? Answer.' CMPX CVCCMf nn t 
to IK). (K Mile* supplied the am* 
wer to tbh hen /oke>. 

Time for a Qukkie here me 
thinki, from a regular in the Mid- 
lands, t can't answer all of Milan 
fittrovkh/i problems cause you lot 
out there ain't sent in the full solu- 
tions to Ath iti1 iirc or C Uymorpiup 
Gutfe (even though fame it now 
almost guaranteed due to the new 
iredit system!. How fief, his ques- 
tittnon t mrrjlri \sle whichgoeslike 
thh. 'I haseghsfR the seamstress 
the parachute but tan solve 
nothing the. f can find no me for 
the four coins I have', can be 
answered this very month and here 
are the words ui wisdom which will 
soon have the penny dropping. 
Insert tf.MWi*i rttin, enter train. 
Purchase the HSBOVMfl with a 
CSPQAF coin and the HPME coin 
should be given totheOVSlt 
Alright you t fever accountant- 
types out ibete, you've only 
counted three coins. Well perhaps 
Milan got hi* sums wrong (nr if he 
dk/n't this n< use sh*>uldkeep him 
at bay tor another month 1. 

Mak olm A ustiri wishes to escape 
the rtsck prison at the beginning of 
9cbe\ PtonH and, in a similar vein, 
would like ttr <>k~>p the goblin's dun- 
geon to defeat the red dragon kf 
Tht- H.tbl.n In the jajf CfOf C8ST 
Xfll XstOOl and then 
Bin It WM I MHlf S before 
OMfNC VlSPVIil IPMf. The gob- 
lin's dungeon might release you 
after the fotktwmg: SH I PPS to the 
r V wait until Tborin appears and 
sa f to him PQfO XfOfPX ', 'OO S/ 
\l . then HPXfW. TM\ GO S N 
and DOWN, wait for the goblin. 
iHohbil help - Desmond 'CorriuanK 
In the *ame game Michael Palmer 
wants to find the professor on the 
second planet having waited oat- 
side ihe onhersity for hours, leav- 
ing the academk for the guard he 
finds he can't keep the museum 
a tiendan t happy and wonders if the 
display cabinets have an y part to 
pla y. A t the entrance to the unher* 
vf> UBQ DSIWBM with GPSL 
£ n amine the exhibits to team about 
tbecreature. GivvCSfXtoHVBRt. 

I'm a bit pushed for time this 
month but it'* rumoured an Adven- 
ture Special is in the offing, perhaps 
next month, so I'll look forward to 
that, for now, keep tending in yimr 
most treasured tips and solutions, 
as well as any pus fling problems 
to: 

SiGNSIUMPi, TO BOX 1 0, LUD- 
LOW SHROPSHIRE SYfl 1AQ. 
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FUTURE KNIGHT (Part Two} 



DRAGON'S LAIR II - in 3D! • ANTIRIAD 



INTO THE EAGLE'S NEST • SHORT CIRCUIT 
FAT WORM • CONQUEST • FROST BITE 



SfQUM SEVEN* SHOCKWAY RIDER 
ANFRACTUOS • SPACE HARRIER • TR4P 



BOMBJACK II • ARKANOID * TRANSMUTER 



ACADEMY * FUTURE KNIGHT * ASTERIX 



ORTCIRC 



D LOADS MOR 



USA BON AN Z 



GOLDEN OLDIES! 




W* did it last vest - at Veasr 
Robm Candy did it, and 1 
wrote the introduction - and 
it was a great success 
Everyone said they loved the 
Special Playing Tips Supple- 
meni. However, the last one 
was a mere IB pages; this 
yew it has grown to a mas- 
sive 32, packed wtth hints, 
tips, cheats, POKEs and 
mapS- 

Smce the beginning of 
time, somewhere around 
1 983 aa far us we are Con- 
cerned, people have been 
Spending more tuna hacking 
gomes than actually playing 
them. 

Since those days thing* 
have changed. Gone are the 
simple POKEs that could be 
entered by MERGEmg a 
loader and sucking the POKE 
before the RAND HSR state- 
ment- Routines are now more 
involved, and the competi- 
tive rate at which they are 
produced is often alarming 
Teams, such as The Haxby 
Hackers and the Mega Team 
as well as inch viduals like 
Phil Churchyard and Jon 
North, have achieved cult 
status for their hacking 
exploits through the pages of 
CRASH 

Many of the routines in this 
special edition just have to 
betypedin, run and the tape 
loaded am usual. The game 
should then run. good typing 
willing, normally but wtth 
the POKEs installed If other 
systems need to be employ- 
ed, it s staled in the introduc- 
tory paragraph 

Thank you everyone who 
sent m POKEs and tips to 
make this Supplement the 
size it is- and please con- 
tinue to do so or I'll be out of 
afobt 
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Ovir thr ■• mo n ths we've col- 
lected quite a few tips lor 
CRL'i Academy, tot the Spec- 
ial Sup p lament, hare thay ere 
again, plui a few new ones. 
Thank! to CamUo Meaia s and 
Russell Mulcahy. 

ACADEMY TIPS 

MISSION ONE 

'If Hliloves. . . ' 
You And that your base is sur 
rounded by four sets of Light- 
houses in pairs. Do not destroy 
these as they ere necessary for 
navigation. Design youi own 
ship wuh ae many of the fol- 
lowing characteristics as pos- 
sible : good lasers, scanner; 4 
bombs; 8 missiles; some 
amm urn uon , a compass ,~ good 
mam drive. Then fly around 
close to your base and get rid 
of. anything that isn't one of 
the Lighthouses 

Ho i urn to GLV and then 
equip. Fly out in between the 
sets of Lighthouses. When you 
find a Ship s toer towards it, but 
slow right down, There are 
groups of ships which thrash 
you vn dose combat, so stop 
and pick them off one by one 
If at first they don't come 
towards you. inch closer and 
that should tempt them into 
combat Use up all your mis- 
siles against them and then 
turn towards GLV (use ADF1 
and bum. Change view to rear 
and keep shooting. Drop as 
many bombs as possible and 
be careful that you don' t crash 
into GLV" while facing back- 
wards (now that would be 
embarrassing!) With some 
luck the bomb will detonate 
your enemy's ships. If it 
doesn't, return to GLV, re- 
group, re- equip and repeat. 

Repeat this manoeuvre for 
each direction of the compass, 
deslioyuig Lighthouses so 
that you know where you've 
been. You should easily get a 
pass on this level If it gets 
dark, return to GLV and wait 
Ave minutes until the Sun rises 
again 

MISSION TWO 

Rmd Dawn 

Use the same ship as in Mis- 
sion One, but add Jump/door 
unit. 1/ft or flares, and & rounds 
of ammunition Do not shoot 
the jump pads! This ts crucial. 

First destroy everything 
around the GLV except the 
jump pads Re-equip and jump 
somewhere. You find yourself 
at one of the outposts. Locate 
the robot factories and keep 
well away from them until the 
very last minute or else they'll 
thrash you. Shoot everything 




else. Fly between the fac- 
tories, bombing as you go, Use 
ADF to return home once you 
are sure that the factories are 
gone {use scanner). Use your 
ammunition because the robot 
factories lob robot missiles at 
you very quickly indeed, If you 
run out of ammo then burn 
home, but face backwards so 
that you can use all the mis- 
siles. It's a Long drive home, 
but don't panic as there is 
enough fuel for a two-way 
journey. Re-fuel, repeat and re- 
equip and h end back to gat the 
other factories. 

MISSION THREE 
Meltdown 

This is probably the hardest of 
the first four missions. Get a 
new ship with: high shield, 
high lasers, high AMMs. 4 
bombs, scanner, a compass, 
and missiles . . . 

Avoid the mines which are 
shown on the scanner as four 
dots, close together in a small 
square, Shoot these while thay 
are still at a distance, Every 
now and then slow down, stop 
and look at the scanner Any- 
thing still moving is a ship or a 
missile so blast it before it gets 
you. Avoid the fortresses if 
possible or bomb them if you 
have to (remember to get well 



' .,. ■■———»■—. 



away from the explosion your- 
self or it'll be bye-bye Skim- 
mar) 

The volcano-shaped objects 
are indestructible and NOT 
the reactor, so don't waste 
your ammo on them The reac- 
tor is shown on the small map 
of this level. Time is the moat 
important thing in this mis- 
sion, therefore you can't do the 
old trick of waiting for the sun 
to come up - perseverance is 
the only thing that will get you 
through this mission 

MISSION FOUR 

Softly Softly 

This mission is dead easy , Use 
a ship with good lasers, main 
drive, shield, scanner and com- 
pass. Follow the corridor of 
mines carefully and repeat the 
process of stopping arid check- 
ing the scanner for ships - 
there are a few. When you get 
to a corner be careful not to 
turn into the mines. For speed, 
try to use missiles on ships 
attacking you. Remember, 
scoring is on a time basis, but 
dock very carefully at the end 
or you may waste it allf 

GENERAL TIPS 

1} Use low power steering -it is 
easy to central. If you become 
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surrounded, change view to 
shoot the ships rather than turn- 
ing around If there is something 
in your way - lor example a 
building - then stop, otherwise 
you needn't change your flight 
path 

2) Bombs are extremely useful, 
but you rarely need more than 
four because you can only 
release one at a tune and you can 
re-equip after destroying some- 
thing by returning to ihft GLV. 

3) If ships a re attacking you from 
a good distance, stop and pick 
them off with lasers and mis- 
siles. If surrounded, drop a bomb 
and bum away, changing view 
to shoot as many ships as possi- 
ble They follow you and a bomb 
may well get rid of the lot of 
ttan 

41 In the buildings (GLV for 
example} you can abbreviate the 
written commands by adding a 
hill stop. 

51 For really high scores, don't 
dock with thu GLV" if you have 86 
to 69 percent as it adds 5 percent 
and you will be forced to end the 
game 

I) Don't shoot the lasers aim- 
lessly make sure that they are 
going to hit something before 
you Are. Using this method the 
lasers won't overheat too much- 
71 Mines are deadly, so shoot 
them from a good distance . They 
are oftan grouped in fou re in the 
shape of a square [but not 
always) 
St When you complete a mission 

rimr - ....,_' 
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with more than 90 percent, save 
the game so that you can load it 
in the next time you play 
Academy This way you can 
save a lot of tune. 

MORE ACADEMY 
TIPS 

Hare are some of Russell Mul- 
cahy's tips for levels two and 
three. 

Level Two - Cipher 
Design a Skimmer with a door 
unit and missiles Follow one 
set of lighthouses until you see 
the reactors, which are easier 
viewed on the scanner. 
Approach slowly, shooting 
anything thai attempts to 
blast you, but take care not to 
hit the reactor or it won' t allow 
you to enter. Dock with the 
reactors and get the codes. 

He turn to the GVL, blasting 
the Lighthouses as you go so 
you know you've been that 
way. He-equip and repeat the 
procedure for the other reac- 
tors. Once all codes have bean 
extracted, return to the GVL 
and go into the codes system. 
To begin with it's best to try 
and match one piece of code 
with every other piece until a 
match is found. The codes look 
like two numbers when com- 
pleted. 

At the OX Coral 
Lots of missiles and good 
shields are required for this- 
The missiles are for the 
armoured crawlers which are 
invulnerable to lasers. Gener- 
ally, using scanners, you 
should seek out groups of 
robots and approach them 
slowly. As they attack, xap 
them, don't use the missiles. 

Hide and Seek 

Delay bombs are needed, but 
missiles, AAMs or good lasers 
are not essential However, it's 
wise to keep a hold on some 
good shields. The suppressor 
droid is moved by shooting at 
it -but they're difficult to con- 
trol. Move one over to a group 
of solar discs ; dose enough so 
you can enter the group with- 
out being shot. Position your- 
self so all discs are visible on 
the central blue square of the 
scanner 

Turn round and fire at the 
suppressor, as you don't want 
to destroy it with discs, Keep 
firing until the discs return 
your Are. then drop the delay 
bomb and escape by flying 
towards the suppressor - but 
don't crash into it. If this is 
done correctly the bomb 
should destroy all the discs but 
not the suppressor. 



Remember - you only have 
two suppressors so don't 
waste them 

Level Three - Latarium 
Dead easy! Design a Battle 
Skimmer "with good lasers, 
shields, missiles, scanner, 
furrydice , . . No, cut the furry 
dice. Don't charge around the 
Landscape, take it easy, return- 
ing to the GVL if you're dam- 
aged. Don't launch too many 
missiles at once, as this 
increases the chances of a 
robot AMM launch- You 
should have no trouble in get- 
ting 100 percent on this one. 

Hades II 

Use the Battle Skimmer from 

Laserium. but add a jump unit 

if it hasn't already got one. Be 

careful not to destroy the jump 

pads. 

Sands OI Time 
To destroy the reactors use 
delay bombs or fire a missile at 
very close range . Watch ou t for 
solar discs protecting one 
reactor as there are no sup- 
pressors In this mission 
there's no real point carrying 
on after 60 percent, as the 
other missions should buildup 
your score. 

Mission Improbable 
Similar to Cipher only with 
jump pads A suppressor is 
required to use the first jump 
pad. as it's surrounded by 
solar discs. Apart from that it's 
quite easy. 

AND THE FINAL 
INSTALMENT . . . 

Aftor months of waiting it'i 
finally here, the final instal- 
ment of the tips for the spawn 
of Tmu Ctti: Academy, 
supplied by Russell Mulcahy 
from sunny Sheffield. Now. 
where did we leave of f . . 

LEVEL FOUR 

Ctti Rev/sired 
Very like Mission Improbable 
except there are no solar discs. 
Make sure you refuel at every 
open unity as there are a lot of 
jump pads. Again, quite easy. 

Out of the Frying Pan 
In this one, the Hunters attack 
in groups, so you'll need mis- 
siles, good lasers and strong 
shields to surviv e , if you take it 
slowly, it shouldn't be too 
difficult 

Don '( Panic 

You need delay bomb to elmi* 
nate the solar discs and robot 
factories, The beacons lead to 



the supressor car park' 
(watch out for mines), and the 
lighthouses lead to the discs 
and factories, Destroy the 
discs as in Hide and Seek — 
except you won't need to 
worry about destroying the 
supressors The easiest way to 
the factories is to fly between 
them, zapping their missiles 
with AAMs Drop a bomb in 
the con t re of the g r ou p and fly 
away. Don't use lasers to shoot 
the missiles as you may 
destroy your own delay bomb, 

Nmedis in m Hay tack 
Rather like 'softly, softly' 
except the path through the 
mines is quite tortuous . Watch 
out for fortresses and don't 
worry if you set off a mine - 
just wait a while to allow the 
shield to recharge When (if If 
you reach the GVL. remember 
to quit if you haven't scored 90 
percent or more. 

LEVEL FIVE 

Coalmine 

You need your trusty Battle 
Skimmer but this time replace 
the jump/door unit with Infra- 
red. Use the same tatics as for 
the other shoot 'em up's and 
you should be okay. 

Pit 

Here you meet the rather 
interesting super missiles 
which cannot be destroyed I At 
the beginning, the best thing 
to do is to run awa y - very fast. 
Keep firing with your rear las- 
ers as you do so. and when 
clear slowly return, shooting 
things as soon as they come 
into range. Try and destroy the 
fortress at extreme range - 
before they fire those really 
awful missiles if one is fired. 
there is nothing you can do, so 
just hope your shields are 
strong enough. Quit as soon as 
you get a decent score. 

Protector 

You'll need a high main drive 
for this. This way you U be able 
to knock out a few trackers 
right at the beginning, before 
they escape- Aft e r that . sim pi y 
soak, locate and destroy ' - but 
watch out for mines. 

Shepherd 

Watch Towers are moved like 
suppressors. You'll know 
when you've got one close 
enough to the GVL as your 
score will increase Don't put 
them too close as they may get 
in your way while docking 
Watch out for mines. In gen- 
eral, you should treat every 
' blip ' on the scanner with cau- 
tion until you can see what it is 
and then take appropriate 
action 

Phew I That's the lot foi 
Acadtmyi Can there be any- 
thing la ft of the game to play. 
I wonder? 
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FUTURE 
KNIGHT 



Last month I printed Adam 
Thompson'! tips for the first 
part of Future Knight Now 
with the nap for Pan Two of 
thegnm», tharaar* more lips, 
but just to ut the scone. I'll 
repeat test month's solution- 
First you Deed tha Safe Pass, 
go left, then up, left again, 
then right and grab the Safe 
Pass. Go back right. Go down, 
kill the Large Robot and go 
through the exit Now you 
have 10 locate the Secure Key. 
the Platform Key and the Exit 
Pass. Go left, then through the 
second opening on the nght 
Kill the Robot and go up, left, 
up and through the exit. Go 
left through four rooms, and 
through a secret door on the 
left. Go through two more 
rooms to the left, and through 
the exit 

Go right through Ave rooms, 
get the Securo-Key, leaving 
the Safe Pass behind Retrace 
your steps to tha exit and go 
through. Go left, then down 



through three rooms and you 
should be presented with the 
message; This exit is locked, 
foal! Use the Securo-Key and 
go back to gel the Safe Pass, 
then back through the exit. Go 
nght, gat the Platform Key, go 
back left, and through the exit 
opened with the Secure- Key 

Go down six 100ms and 
through the exit. Go down a 
further six rooms and use the 
Platform Key - a Platform 
should appear. Go down, get 
the Exit Pass, then retrace 
your steps bo the exit. Go 
through and up sue rooms to 
the exit 

Go through, go right, and 
through the exit. Go clean 
through six rooms and another 
exit. Go down, right, down, kill 
the Large Robot, go left, and 
through tha exit. Go left, nght, 
down two rooms, left and walk 
into the exit - but remember to 
use the Exit pass Walk out of 
the exit, then back in, and you 
should be on the planet's sur- 
face 





► Quo 



I of FiAirs Kntghi 



FOREST AND DUNGEON SOLUTION 



Tta* nnal part of the solution 
of Gremlin's heroic platform 
adventure. Future Knight. 
comti from Andrew Johnson, 
an Intrepid Knight In shining 
arnwur, who comes from 
Sheffield, the same place aa 
the Gremlin programming 
team. But I'm sura that baa 
nothing to do with his 
prompt nasi Eh. Andy? 

Go through to section nine ana 
collect the Bridge Spell. 

I through to section ten and use 
the Bridge Spell at the begin- 



ning. Through to section 11 
and through the exit at the top 
of section 12. Now in section 
13 collect and use the Glove 
and go through to section 14 
into 15 Go to the bottom of 
section 1 2 and make your way 
back to section ten and collect 
the Release Spell. Go right 
through to section 20 until you 
reach the bars that blow up 
tha Henchodroid. Use the 
Release and go through to the 
last screen and walk through 
the Princess and the game is 
finished. 
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DON'T GET SHORT CIRCUITED 



Wall, actually It probably wont m attar that much. Ha a solu- 
uon to Oca* lis Short Circuit, and althou g h It' • r * via wad In thlt 
Lima , Hi* gam* ha a baan on the ttraaU for tomi tima (It cam* 
in too lata to ba nvtiwtd in I a it mo nth a CRASH). Tb* aolutlon 
and map com* from thoa* Induatnou u Hacker ■ from Haxby, but 
ihanka *a wall to Karl Fudge and Ian O'Connor, who alio 
auppllad a aolution and map, which war* vary uaaful. 

El Start 

E2 Link Select Search, Use, Read Search Drewor Get Blue pass- 
card 

Bl Use Blue (twice - both skies) 

B3 Link: Seiecl LOOK, Break, Drop 

A1 Drop Blue in sofa 

E6 Search: Desk Get die key 

AO Use Key Drop key hi Sofa; Search tile: Get Pmk passcard 

CO Search Desk Get Red passcard 

E5 Use Pink (once) 

C3 Use Red (once) 

B5 Use Pink {once) 

AS Drop Pink and Red in Sofa 

CO Search Robot: Gat Laser Software: Search Box: Get Jump 
Hardware 

AS Drop Laser and Hardware m Drawer 

DO Search Drawer. Get Drawer key: Search Terminal: Get Lit 
Cigarette 

D4 Use Drawer key 

D2 Search Workbench: Get Monkey Wrench 

B4 Break Sink: Use Wrench : Drop Wrench in sink 

04 Search Drawer: Get White passcard 

C4 Use Cigarette FIRE" Drop Cigarette m Sola 

A2 U se White (once) : Go right 



BO Use key; Drop key in Sofa: Search Drawer Get Grey passcard 

AS Search Sofa: Get Red and Pmk passcardS: Use Grey 

A7 Use Red (twice) 

AO Use Red (twice) 

A10 Use Grey (twice): Drop Grey and fled m Sofa 

C10 Search Bin: Get Hacking Disk 

AO Use Disk: 2, Low Mode; Drop Disk in Termini' 

Search Drawer: Get Laser and Hardware: Avotd Robots (F? r E 7. 

E8. £10) operating at one minute intervals 

Drop Laser and Hardware in Sofa 

Search terminal. Get Disk 

Use Disk Set Service Time (about 3 minutes ahead of the pre- 
sent time); Drop Disk in Drawer 

Search Sofa: Get Laser and Hardware 

Wart tor Service Time 

Follow Robot through the Door 

Drop Laser and Hardware in Sofa 

Search terminal: Get Drawer key 

Use key. Drop key in Sofa: Search Drawer: Gel Gold passcard: 

Use Gold (twice) 

Crop Gold in Terminal 

Use Pink (once): ALARM! Drop Pink 

Search Workbench: Get White passcard 

Gat Laser and Jump Hardware 

Drop Laser and Hardware: RIGHT!: fESJ? 

Now to gel the Laser Circuit 

Search Drawer: Gel Disk: Use Disk: Set Time: Drop Disk in 

Drawer 

Wait for Service Time 

Follow Service Robot 

Search Table: Get Laser Software and Jump Hardware - also 

carrying the Laser Circuit 

Exit! 



AS 

H7 
AO 



H7 

H8 
H7 
HO 
110 

F10 

FO 
GO 

F8 
Hfi 
17 

E3 
B9 

H8 
H7 
17 



17 



KEY* 




S*0-M«C-HK-ll+T f 

^** the map -^ 





SHORT CIRCUIT: 
Objects 

AO P>nk Passcard (Locked F»le} 
A7 Pen (Drawer I 
BO C^n Opener (&n) Cup Of Cof- 
fee tUnit), Scared Mouse 



B3 
B4 
66 



Lunch Box (Workbench) 

Cheese (Unit} 

Grey Passcard (Locked 

Drawer) 

Pencil (Sore) 

CaJcutato* (terminal) 

Red Passcard (Desk), Jump 

Hardware (Robot). Laser 

Software {fiobot) 

VWeo Tape (Desk) 

Can Opener (Unit) 

Tm of Grease peak), Laser 

Circuit (Box) 
CIO Hacking Disk (Bin). Green 

Bottle (Drift) 

Monkey Wrench (Work- 
bench) 

White Passcard (Locked 

Drawer) 

Drawer Key (Drawer), Gorget 

(Locked Drawee 

"armmaf) 

Pound Coin (Pa'mi 

Blue Passcard (Drawer). CaJ ■ 

culator (Tarmtnal) 

Paperclip (Workbench!. 

Sta p ler (Terminal) 

Fie Key (Desk) 

Paperclip (Book Unit) 

Whtta Passcard (Workbench^ 
f 10 Gold Passcard (Locked 

Drawer) 
07 Paperclip (Smk) 
010 Can Opener (Unit), Green 

Bottle (Sink) 
FiO Drawer Key (Terminal) 



B7 
ft 

CO 



CI 
C7 

ca 



02 
04 

OS 



E3 

a 

n 

F8 



THE GREAT GOLDEN 
OLDIE COLLECTION 



L_ 



LOCKED DOORS 



A2/3 

Wl 

ABA) 

A1/B1 

AWB? 

A10/B10 

8V6 

C3/4 

05/E5 

fwto 
got 

Han) 



Whrte 
Grey 
Red 
Blue 
Red 
Grey 
Pink 



Red 

rwm 

Gow 

Pink 
Service flobol 



ROBOT MOVEMENT 

High Mode: a a ,E 10 

Low Mode- E7 of EJJ or E 10 or E7 

Stationary Robots atoned by 

alarms are at: B6 ft 18 



■* 


KEYif | . 




M""- h ■"* 




1 «IU) x 

jiDri. ... 







TABLE OF CLASSICS 



Robert Gabriel of Uf f culm* In Devon has compiled ■ table of 
POKE* for a veritable collection of Golden Oldiot. The beet 
way to uie them U to insert thorn ju«t before the RAN- 
DOMIZE USR statement. Alternatively you could use a oral - 
t if ace One. 

Am there are so many. I haven't had time to test them all. 
■o don't complain to me if the odd ona or two don't work 9M 
they should - It was either est. drink and sleep for ■ few 
days or check this mountain out. I think I made the right 
choice - and healdei. moat of the games here are hurled ao 
deep In dust and grime that 1 can't get at them. 

Robert wins lest month ■ WANTED competition and all of 
this month' ■ Smuhm will soon be winging their way to 
him. Hope there are plenty! 



TITLE 



POKE 



RESULT 



SCUBA DrVE 


55711.255 


255 Lives 


HORACE GOES SKIING 


29270.0 


No Traffic 


MANIC MINER 


35136,0 


Infinite Lives 


HUNCH BACK 


26888.0 


Infinite Lives 


AH DIDDUMS 


24942,255 


255 Lives 


PROJECT FUTURE 


27662.0 


Removes aliens 


PSYTRON 


28625,0 


Endless Fuel 


PSYTRON 


26143,255 


Endless Oxygen 


PSYTRON 


26144,0 


Endless Oxygen 


PYRAMID 


44685,0 


Endless Energy 


ARCADIA 


25776.0 


Infinite lives 


ZIP ZAP 


53753.0 


Infinite lives 


KOKOTONI WILF 


42214,255 


255 lives 


MOON ALERT 


42404,255 


100 lives 


ZZOOM 


24743.0 


Infinite lives 


FREEZE BEEZ 


34610,0 


Infinite Lives 


FRANK U STEIN 


28277,100 


100 lives. 


WILD WEST HERO 


23821,30 


30 lives 


MONTY MOLE 


35874,255 


Fall without dying 


MONTY MOLE 


38004.0 


Infinite lives 


ESKIMO EDDIE 


24686,24 


Infinite Lives 


ESKIMO EDDIE 


24687,76 


Infinite lives 


LAZY JONES 


56693.0 


Infinite lives 


KOSMIC KANGA 


36212,0 


Infinite lives 


ANDROID 


52250,32 


Infinite lives 


MUTANT MONTY 


54933,0 


256 lives 


RIVER RESCUE 


33420 T 


Infinite lives 


ZAXXON 


48825,250 


255 lives 


GILLIGANS GOLD 


52881,0 


Infinite lives 


FINDERS KEEPERS 


34252,0 


Infinite lives 


CHILLER 


34025.0 


Infinite lives 


TIR NA NOG 


34202.200 


No Sidhe 


MUGSY 


43012.0 


Infinite lives 


JACK/BEANSTALK 


56110.0 


Infinite lives 


DEFEND A 


37531,0 


Infinite Lives 


DEFENDA 


34163,0 


Infinite smart bombs 


HALLS OF THINGS 


32717,0 


Infinite energy 


PUD PUD 


49287,0 


Infinite Pud Puds 


AD ASTRA 


28592,0 


Increased fire power 


AD ASTRA 


35852.0 


Infinite lives 
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THE GREAT GOLDEN 
OLDIE COLLECTION 



Looking through Hannah '■ old mail s«cfc T and through soma of 
the letters I've already received, there seems to he it growing 
domand from newer readers (or cheats, tips and POKEs for 
older games. Never on* to hold back on history, I've got soma 
out of the cupboard, dusted them off, and hare they are . . . 



3D DEATHCHASE 



The first CRASH Smash, 
unimaginatively known a* 
Gam* of the Month then [have 
you noticed that CUVC still 
have . . . }, was D+tthchmmm 
and it does appear rather silly 
that you'v* had to wait thr«*- 
and-a-quarter years for a 
POKE to this beauty. 



Simply play the D+athch- 
are tap* past the loader and 
then enter tha routine and let 
the tap* play on. You should 
now be gifted with Invincibil- 
ity thanks to Tun Doily from 
Victoria in Australia. Tie m' 
Kangaroo down. Sport; Ti» m" 
Kangaroo down . . . 




• ■ 
I 



5 
6 
7 
10 

20 
30 
40 
50 



REM DEATHCHASE 

REMTIMOEILY 

REM CRASH MAY 1 987 

FOR G=32740TO 3275$: READ A POKE 

G A:NEXT G 
RANDOMIZE USR 32740 
DATA 62,255.55.1 7.72.63 
DATA 221,33,0,64, 205, 86 
DATA 5.62,0.50.95,103,201 



I, OF THE 

MASK 



Yes. sir**! POKE* for Electric 
Dreams' second release ever. 
They com* courtesy of Paul 
Stevenson from Roundhay. 
Leads -a hacker nam* I know 



wall enough. Only problem is 
that the game is so WEIRD 
that no-one can remember 
how to play HI 




WIMPY 'N' EGGS 



Two quick classics from P 
dough who lives In Durham. 
Firstly Ocean's Mr 
Wimpy , . . ^^ 

Enter these POKEi before 
th* RANDOMIZE USR state- 
ment in th* loader. Th* first 
misses out the Initial scree n, 
and the second provides Mr 
Wimpy with infinite live*. 

POKE 33501,0 
POKE 336930.0 

Secondly, P has discovered a 
simple way of getting 



through Chuckie Egg's sac 
urity cod*. Before loading 
enter the following: 



MERGE "■ 
GOTOl 



: POKE 24501.195: 



then begin loading . , . 
When th* OK message 
appears *nt*r: 

POKE 42673.0: RANDOMIZE 
USR 42000 

an endl*ts supply of lives 
should, angers crossed, now 
be yours. 
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5 REM I. OF THE MASK 

6 REM BY PAUL STEVENSON 

7 REM CRASH MAY 1987 
10 CLEAR 65535 

20 LETT-0:LETP=3S100 

30 fORF-1T014:READAS:FORG=1TO 

15 STEP 2 
40 LET A= CODE A$ CODE A$(G}-49-(7 

ANDCODEA$(G)>64) 
50 LETA-A'16+C0DEAS(G+1HB^(7 

AND CODE A$(G+1)>64 
60 POKEPA:LETT=T+A:LET 

P=P+1:NEXTG:NEXTF 
70 |FT<>13277THENPR!NT'/ERR0RIN 

DATA"; BEEP 1,0:STOP 

75 POKE P. 201 

80 PRINT * 0;AT 0,3;" START I. OF THE 

MASK TAPE - ' AT 15,0 

90 RANDOMIZE USR 38100 

500 DATA " 31 28960D21 35961 1 " 

510 DATA -9001 AFD6F908F3D5" 

520 DATA " CD6C05C1 30ED7723 " 

530 DATA "CB7C28FA2 135961 6" 

540 DATA " A5CD3895AF327C97-' 

550 DATA -3EC3327596CD5896" 

560 DATA " AF327&96DD21 8093" 

570 DATA "11 8238CD3D9721 CB" 

580 DATA-scoic&saieBicoas' 

590 DATA"9532B5£13203E432" 

600 DATA '-2DB43EC932B08231 ' ' 

61 DATA " E8742A3D5C36D032 ' ' 

620 DATA ,( 365CFBC97EED677E" 

630 DATA ,< AA77230B78B120F4 ,, 







^0H>* 





INTO THE 
EAGLE'S NEST 

These following tips from ft a] winder 
JobaU who livet in Dorby , noatly accom- 
pany our map of Into the Eagle'* Nest 

• Don't pick up ammunition if your gun 
is full - it's a waste 

* If you are healthy, but have ten hits or 
below . take the load instead of a Red 



Cross parcel which should only be 
used when seriously injured 
Never shoot more tunes than you 
need to. Blazing away in all directions 
may lead to detonating some explo 

StVDH. 

To complete the game and blow up 
the castle, set the detonators on all 
eight floors and return to the place 
whore you started 

To rescue the captives ensure the 
game is on level two, three or four and 



go up through the levels until you find 
one. He looks similar to you but 
doesn't possess a gun. When a cap- 
tive is found return him to the start 
position on the ground floor arid go 
for the others. 

If one of the rescued captives blocks 
you into a corner shoot at nun and he 
should move. 

Use barrels and other objects for 
cover when attacking the enemy 
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The Sceptre of Bagdad 
<~ntap<~ 



SCEPTRE OF BAGDAD HINTS 



MEDUSA: Carry the Merer 

DESERT: Carry the Coconut 

COCONUT: Carry Ine 

Loaded Sling 

PEARL: Cany the Trtdent 

SLING; to^ti win the Peart 

STATUE; Walk with Wings 

PILE OF ROPE; Cany the 

FMe 

BEE: Calcn wrtn Insect Net 

WARDROBE: Cany with 

Km 

DESERT WELL: Carry the 

FisnHelmei 

TRAP DOOR: Carry the Ftre 

rang 

STDNE DOOR: Larry the 

Book 

PURSE: Fill wilh Pile Ol Coins 

WIZARDS SMOKE: Cany 

the Whisk [Fan) 

BULL: Carry IheWmp 

SHOPS: Cany the F.llftd 



Purte 

CYCLOPS: Carry the Shar- 
pened Trunk 

TRUNK: Sharpen with Axe 
SPIDER: Carry lull insect Nel 
DRAWBRIDGE: Replace 
Broken Axle with Good One 
HOT COALS: Carry the Skp • 
pars 

SWORD: Cut Spider's 
Thread 

BOW: String with Spiders 
Thread 

QUIVER: Needed to Load 
Bow 

LADY; Carry the Miner* Hat 
SPRING BOARD: Cany 
Loaded Bow and Lamp 

The Magic Lamp win help you 
tf you rub ri with the hanky. 
Take not ol the handy cryptic 
duet. 




SPACE 
HARRIER 

We printed tome POKEa for 
Space Hmnimr a while back, 
but unJortunately , It tttmi 
they didn't work too well. So 
here'a another nab at it, 
thank* to Steven Payne from 
Putney , London. 
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RFM SPACE HARRIER 
SI' STEVEN PAYNE 

REM CRASH MAY I9B7 

^6^1^ POKE^.1^ 
2SSSS 1 ™ POKE 66*50.143 
^ N t^8T0654CM READ A: POKE 

^SeUSR 65224 1 
OATA33 t lM.191.34.43,Z0-!.^' 



/(>£ 





THE FEATHER 
THE WINGS 

THE INSECT NET 
THE FIRE RING 
THE PURSE EMPTY 
■THE SLING 
THE TRUNK BLUNT 
THE QUIVER 
THE HOUR GLASS 
THE COCONUT 
THE BOW UNSTRUNG 
THE KEYS 
THE TRIDENT 
THE SWORD 
THE FLUTE 
THE WHIP 



B15-THELAMP 
C2 -THE MIRROR 
C3 -THE PEARL 
C4 -THE BAD AXLE 
C5 -THE FISH HELMET 
C13 - THE ALIBABA BOOK 



C1B - THE WHOLE AXLE 
D6 -THE SCEPTRE 
01 1- THE ARMOUR 
D12- THE CARPET 
DIB -THE SLIPPERS 
D17-THEAXE 



IT 



FOOTBALL FORTUNES 

Not bo much a tip, more a way of saving from Javid Karlm of 
Royaton. Hart*. Whan you have decided to finish the game 
return to the normal menu screen, press break and type SAVE 
"FILENAME ' ' and save it to a blank tape. Remember to make 
a note of of all the ploy era men, money and immunity cards. 
The next time you wish to play, simply load in the saved 
version and type GOTO GO The program (.hen begins from 
what* it tart off. 



STARGLIDER 



Both Matthew Bauer from Whit worth in Lanes, and Robert 
Gabriel from Devon both sant in this tip - on tba same day. 
However, Phil Churchyard told ma a few days before . . . 

Play the game until you inter the high score table, and 
whan asked to enter your initials, ty pa G8IO RGS ' - in caps 
- and with the space. 

Now, start the gam a and pause it, than while it't In pause 
mod a press any of these keys . , . 

1 takes you forward to the next level. 

2 puts you in indestructible mode 

3 takes you out of indestructible' mode 

4 provides you with two missiles, 






► 
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DON'T GET SINGED! 




If you've boon experiencing problems with Software Projects" 
follow up to Dragon s Law then try this simple little Up from Mr 
Software Projects himself, Paul Patterson 

Just toad up the game, and before pressing the Space key to 
start, hold down the Q.W.E.R.T keys - and before you can say 
Software Projects are the beat of the lot' you'll bo graced with 
infinite lives Was that plug okay Paul? 





Regular CRASH hacker, Phil Churchyard, has been at it again 
and provides an interesting hack for the original Di Agon's Lair 
game, It completes the first screen for you and makes others 
easy - it does a lot more besides, but you'll just have to use it to 
find out exactly what. 



DRAGONS LAIR CHEAT 
• ',■ RE M BY PHIL CHURCHYARD 

S £ RIW CRASH MAY 1987 

LOAD"" 




And from AshJsy Harrison, Mansfield, comes a quick tipette, 
On the first disk, when the wind blows, press all four direc- 
tional keys at once and Diik should move the right way with- 
out falling off. 



i i m *« n t, iii i |, , i*^f^wni linn ' i iw » na awiMMB^^>«e«i 

□rataooo 



3 



KEY f one |?| 



CHEMICAL 
AGENT 




m»m 



THRUST II 

There's a rather helpful bug 
in Firebird's Thrust Has dis- 
covered by Pierre Scotnsy 
from Bristol - a city neat 
France, judging by his christ- 
ian name . . 

When you've collected an 
otb from the surface of the 
planet, fly back to the empty 
pylon and press the pick up 
key. You should now have 
another otb I Deposit it and 
you finish the game in next 
to no time. 
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THE JON NORTH QUARTET 




TRAP 



Yep, guess who? Jon North 
returns with a neat POKE 
routine that allows access to 
■ny ihlp without collecting 



the necessary orb», And yea, 
there's even more, you get 
infinite lives into th* bargain 
as w«U I 



SIGMA SEVEN 



Jon North from Sutton in Sur- 
rey, ia becoming quit* a regu- 
lar tipster, and looks like 
being a serious foe for the 
Hackers from Haxby. This 



month he's eent In four 
routines and this one pro- 
vide* any Sigma Seven 
player with infinite Uvea. 



•l 40 

e>;50 
>»60 



REM SIGMA SEVEN 
REM BY JON NORTH 
REM CRASH MAY 1987 
CLEAR 25067: POKE 23624,0 

LOAD 4 '" SCREENS 

LOAD '"CODE 

POKE 60399.0 
RANDOMIZE USR 61 365 



SHOCKWAY RIDER 



Now, 1* m o nly print! ng this as 
I trust Jon North implicitly. 
Someone, who shall remain 
nicked the library 
copy of Shocfcway Rider, so 1 
wasn't able to test it out. Now 
you wouldn't let me down, 
would you Jon? So, cross your 
fingers and hop* It works . . . 
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'MO REM TRAP 

"i? REM BY JON NORTH 

► :; 2 4 REM CRASH MAY 1987 | 

IJ20 CLEAR 66530 

•30 LOAD "'-SCREENS 

.40 LOAD"' SCREEN* 

I'S LOAD ""CODE 

IS 60 POKE 27126,0 

«7fi POKE 39556.0 ■*> 

mJ l RiNDOMiZE USR 36700 ; # 




SCEPTRE OF BAGDAD 



Thie cheap release from 
Players ha* kept everyone in 
the office Into the early hour* 
battling with its pussies. No 
doubt we'll be staying even 
leter now that Jon North ha* 
■ent us hie routine for infinite 
live*. But we still don't know 
bow to gat past that damned 
Gorgon, 




BAGDAD 
NORTH 



, 10 REM SCEPTRE 

•M2 REM BY JON N 

wj sss-osr 

So POKE 59856.0 

;£) RANDOMIZE 56002 



\ 






COW**! 



™i RSjigr J 



QDJj 



ra 



$ 



F^sk 



JLTJ 



// 



®*> 



^ 



T, 



KftPFfcj) 



tt* 



s"fch 






£SV 



x^*»»5c?r ,u ' h S / £■ £*££ ****** 
'^^CL*? *«* // fir *« * a ^** o ^^d 






AftCjir„ f „. ** ' 

^skSKsssssj 1 h w 

'"»-"id,on, UI 



10 REM NEMESiS POKES 

20 REM INDUSTRIOUS HACKERS 

30 REM C.SMITH, J,BEAN, DAUSTIN 

40 REM C RAS H M AY 1 987 

50 CLEAR 24999 

60 BORDER 0:PAP£RQ: INK 0: CLS 

70 LOAD ""CODE 16384 

80 LOAD ""CODE 25000 

90 CLEAR 65500 

100 POKE 23607,1 12 

110 LOAD"" CODE 24387 

120 POKE 5 1478.0 

130 POKE 51479,0 

140 POKE 51480,0 

150 POKE 51 481.0 

160 INK 7:PR»NT USft 49700 




THE GREAT GOLDEN 
OLDIE COLLECTION 



THE SMASHING ULTIMATE COLLECTION! 



Although th* Latest relea*e from Ultimate, Maftianoids, has 
not h«n met with the utual resounding acclaim, there'! no 
way of escaping the fact that Ultimate are a firm Legend in the 
software worl d. So hare, aa a tribute, ia the complete collection 
af hack routine* that enabling you to get further into - and 
complete, almost every Ultimate game- 
But enough of t hi ■ m o r ry banter and on with the cr ad it ■ - Our 

thanks to, . . 

Paul Hutchinson for hi* infinite Uvea routine on Lunar Jet - 
m*n t his infinite live* and energy far Atic Atac, for infinite 
lives on Trans-Am. for his Jet Pac POKE and (a marvel this 
kid I) hi* Cookie routine. 

Than there" bK R Walker for his Alien 8 routine and Robert 
Gabriel for hi* super Pentagram infinite live* and mega-leap 
routine. 



LUNAR JETMAN 




^^NKO-.BOBDEHO.CLS 

NDCTL 

POKE 2343^.201 

POKE 36965,0 
P^NDMIZEUSR32768 





ATIC ATAC 



i 10 

•; so 

•J 30 

• j 40 

• i 50 



LOAD -SCREENS 




^DE CODe:LOAD ""^E:LOAD|. 

POKE 36519 li 

POKE 35353.0 r« 

POKE 39092 9? !• 

PRfNTUSR 23424 



TRANZ-AM 




LOAD" "CODE 
POKE 25446,0 
LOAD ""CODE 
LOAD ""CODE 

lOAD"" C00E 
PRINT USR 23424 

-^Baaafjrf^3^r 




COOKIE 



• 



• 



CLEAR 24319 
LOAD '"SCREENS 

LOAD" "CODE 

POKE 28695.62 

POKE 28696.5 
POKE 28697,0 
POKE 28698,0 
LOAD "-'CODE 
LOAD ""CODE 
LOAD ""CODE 
PRINT USR 23424 
*-?^ — 




JET PAC 



[•' 30 
{•I 40 
i 50 



• ' 



CLEAR 245 75 

LOAD ""SCREENS 
LOAD'-COOE 
POKE 25015.62 
POKE350J65 
POKE 2501 7 
P°KE 25013 
LOAD ""CODE 
LOAD "-CODE 
£g£ ""CODE 
PWNT USR 24576 



NIGHTSHADE 



Infinite lives. 




5 

10 
20 



!•< 



30 
i 40 



HEM NIGHT PO^ S |MK0 ,CLS 
BORDER ' P /S%lAY INNIGHT- 

^°^ M T T E HE T START'' 

p R ^tat'9,o 5 load--code 

POKE 52661 .224 
POKE 5270C .176 

POKE 52730,160 
POKE 52731,240 
POKE 52732 7 
I POKE 527334 
P^ I NTU5R2^ 24 



L_— -"-^r**^ ^ — -^ 
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.-^T- 



'100 



NIGHTSHADE 



TJii.wto|p | I# . g#t . rldof 

tot na«U«B. **»nr t^ M— 



0» n**tiw t wept lor Urn 
iouj main creature, »nd U 
flnbali 





2KK*«?b 



«3?*«w 



205 



REM NIGHTSHADE POKES /j Ifljj £*gW^ 



RESTORE 

LET TOT =0 

FOR I = 23296 TO 23430 

READ A 
LETTOT=TOT+A 

POKE "A 

NEXT I 

TFTOT012907 THEN PRINT 

-ERROR IN OATA!H": BEEP i 

50! STOP 



^060 
•i *09G 
•/MOO 



O^TA 



5,205 



^05 j8 6 



>; mo 

ll 1120 

►; 1 130 

1> 1140 
,! 1150 
# i 1160 
•I 1170 
■ 1180 



T ^,9i 



62 



• ! 



1190 
1200 



> 




• ', 1260 



DATA 255,55,221. 33,0 
DATA 96.17.0.136.205 
OATA 86,5.205,122.91 
DATA 62.255.55.221 .33 
DATA 128,91.17.43.0 
DATA 205,86,5,33.92 
OATASl,34,V69 t 91J95 
DATA 128,91,33,126.91 
DATA 17.58.0,205.19 
DATA 0,62,233,50,176 
DATA 92,38.99,46,52 
DATA 243.34.120,92.62 
DATA 201 ,50.232,205.195 
DATA 0,94,175.55,221 

DATA 33,0.0.1 7 ,17 
DATA 0.205.86.5,201 



NIGHT LORE 



REM KNIGHT LORE POKES 

CLEAR 65535 

RESTORE 

LETTOT=0 

FORI-65024TO65178 

READ A:LETTOT-TOT+A+A * PEEK 

(1-65024) 

POKEU 

NEXT I 

IFT0TO2713224THEN PRINT 

FLASH 1 TERROR IN DATA!" M :BEEP 

1,0. STOP 

PRINT "CHANGE INTO WOLF (Y/ 

N)?";;GOSUB 500:PRINT K$:IF KS 

■ W N" THEN PRINT "YOU ALSO GET 

INFINITE TIME11! ' ':GOTO 1 30 

POKE 65107.58: POKE 651 10,58: 

POKE 651 13,58 

PRINT 'INFINITE TIME (Y/ 

N)7 ";:GOSUB 500: PRINT K$:IF K$ 

="N" then POKE 65099,58 





520 

T0O0 

,1001 

I •' 1002 

■« T003 

•' T0O4 

•i 1005 

•/ iooe 

M 100? 



KWGtm nor ;?• "start v 
DATA SfS-l 05 '*^ 



DAT *o^n % 255 ^ 



1010 
1011 
1012 
1013 
1014 
1015 
1016 
1017 
1018 
1019 
1020 
1021 
1022 
1023 
1024 
1025 
1026 
1027 
1028 
1029 
1030 
9999 



DATA 205.103.254.205,129 
DATA 254.33,0.97,17 
DATA 0,125,251,6,100 
DATA 116,16,253,205,103 
DATA 254.205,1 29,254,1 75 
DATA 50.30.196.175.50 
DATA 63.209. 1 75.50, 161 
DATA 195.50,162.195.50 
DATA 163.195.195.0.97 
DATA 6,0.167.205.237 
DATA 5,208.201 .6.25 
DATA 118,16,253.243,205 
DAT A 95 ,254 , 1 20, 254 .40 
DATA 56,248,1,188,2 
DATA 11,120,177.32.251 
DATA 205,95,254,201. 54 
DATA 1.205.95.254,205 
DATA 95,254.208,1 20,254 
DATA 13,203,22,48.242 
DATA 126,47,119,35,27 
DATA 122,179,32,231.201 
STOP 




UNDERWURi.DE 



10 



20 
30 
40 
50 
60 



IfTS-aHESTOREFOfiZ-lTO 
65 R6ADN:LETS=S+N: NEXT Z: IF 
SO9205 THEN PRINT 
-ERROR":STOP 
CLEAR 64500: RESTORE 
FOR Z=64507 TO 64554 
READNPOKE2.N:NEXTZ 
FOR Z -23296 TO 23312 
READN:POKEZ.NNEXTZ 



• 




> 



710 



TAPE" WTW °ERWUR1.0E 

10AD'"' 

DATA 

nsKm* Tig**™.* n 63 ,. 



^c" \ * ' 
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10 

20 
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50 



GUN FRIGHT 

Thi» oiw'i ■ bit long, huttyp* 
it in and it turn* th* town into 
on* of Oi« safest In th* Wild 

wwti 

CLEAR 65535 
RESTORE 

BEAO^LETtot^ol+a^PEEKt. 

64000) 

POKE i ,a 

N0CT ' aiaicM THEN PRtNT FLASH 

rtL^-WEN GOTO 520 
RETURN 

0ATA33.1B2*2.1£» 
DATA 0.205,232,25,205 

I ;S2 OATA 94,250,33,0,64 



• •! 



100 



530 
1000 

toot 



DATA 17,1,64,1.255 
DATA 26, 11 7,237, 176 205 
DATA 11 7,250.205.1,7.250 
OATA 205,1 17,250,205.0 
DATA 94 ,205. T 17.250.205 
DATA 60,250,205, It 7,250 
DATA 33,72,250,34. 162 
DATA 91. 205, 117,250,205 
DATA 117.250.195.128 91 
DATA 62.201 ,50,203,184 
DATA 33, 175.201,34,86 
DATA188.201. 42,120 92 
DATA 229.33. 146,250 17 
DATA 166.180,1,146,0 

DATA 237,1 76.225,34,120 
DATA 92, 195.0,94,221 
DATA 33.0,91,17.17 
DATA 0.175.55,205.86 
DATA 5,221 .23,0.91 
DATA 42,63.92,205,8 
DATA 8, 201 .22 1.33 232 
DATA 253.17,17,0,1 75 
DATA 55,205,86,5.48 
DATA 242,221.42.245,253 
DATA 237,91 ,243.253 55 
DATA 62.255.205.86,5 
DATA 48,240,20 1.66 85 
DATA 70.70.65.76,207 
DATA 66,73,76,204 




1032 

1033 

1034 

1035 

1036 

1037 

1038 

1039 

1040 

1041 

1042 

1043 

1044 

1045 

1046 

1047 

1048 

1049 

1050 

1051 

1052 

1053 

1054 

1055 

1056 

1057 

1058 

9999 

STOP 



DATA 65, 78,68,21 7,77 

DATA 65,206.76.76 79 

DATA 89, 196,77,65 78 

OATA 71,82,65,205,68 

DATA 69.82.69.203 66 

DATA 82.69.87.83 84 

DATA 69,2 10,66,85 84 

DATA 67,200,67,65 83 

DATA 83,73.66.217.67 

DATA 82.65.83,200 83 

DATA 77,65.83,72 69 

DATA 2 10.84.72,197 75 

DATA 73,68, 196,82, 79 

DATA 71,69.210,75,69 

DATA 65,206,79,76 201 

DATA 70.82.69,217 87 

DATA 73,76, 196,8769 

DATA 63.84,69,82,206 

DATA 75.76.79.78,68 

DATA 73,75.197,80 72 

DATA 73.204,76,79 79 

DATA 78,69,21 7, 74 69 
DATA 84,77.65,206,90 
DATA 90,65,208,82 69 
DATA 86,73,69,87,69 
DATA 2 10,77.2 10 67 79 
DATA 87.66, 79.21 7 ' 




ALIEN 8 

Flrit typ* In thi* header 



• 



,»i 



• 



70 



FOR N = 30000 TO 30028 

»ffi&§£So« 

^S-HENGOTO* 
SwiDOMIZEUSB 30000 

? 2 %,6O."7.U.17.0.17 5 .2OS. l 94A2 

01 
SS*6.73.e 9 .78.K.32.32.3Z.32.1«.5- 

0,126,36,4 





RUN till* And it should iavi to 
tap* »• * false header, then 
play th* Alien 8 tap* until just 
past the header signal. Load 
In yout false header and then 
play th* Allan 8 tap*. When 
th* OK message appears, 
enter th* fitfe following 
pohts . - ■ 



CYBERUN 



•■'2 

m > 80 
•j 100 
•< 120 



^"■■CODERANdo^^ 

POKE 23446.62 

JJ*6 f 3446.50 
POKE 23449 72 
POKE 23450. 14 T 

EH; 234511 * 

^K| J3452, 128 
POKE 23453,92 



[4 

!« 
I 

[• 




Kl 24776,, ^ 

pSSHUI 76 - '08 
rOKE24779 B2 

POKE 24785, 14 




PENTAGRAM 



• no 

#,'20 
• ' 30 



REM PENTAGRAM 

CLEAR 24064 • 

USR 24064 * S075t SPRINT 



t i 



i* 
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DAN DARE POKES 



WSTORe s 

LPT LAje-ia. _ 



HtSTORe 



70 

80 

go 

100 

L 110 

-; 120 

!•■ 130 
'•',140 

[•1 150 
500 



pn KE 43526,0 
POKE 42863.0 






B Sj^?***oare llj 



ARKANOID 
POKE 

Now, you couldn't leave th* 
ever %o industrious Hackors 
fiQtn Haxhy out of the playi ng 
tip*, could yqu7 Hack, not 
They've coma up with juat 
what I asked for Jut month - 
an infinite bats routine to you 
can play happily through all 
the level* without a car* in 
tha world. Ju*t to remind you, 
u I haven't mentioned thai* 
names for sometime, the Hue 
kan from Haxby axe C Smith, 
Jason Bean and Derrick Austin 
fDairtek a* in tha thing* they 
have around Dallas and 
Austin in Teaas). 

"^ScKERS^BOMHAXBY 

CRASH MAY 1987 

RESTORE 

CLEAR 65535 

LETTOT^0;LETW=1 

FOR F = 50000 TO 50158 

F r1aoaIet1ot=tot + w*a 

POKEFALETW=W+1 
li^S/o 1683535 THEN PRINT 

TAPE" 



1 20 RANDMOIZE USR 50000 

1000 DATA 62255,55,221 ,33 

1010 DATA 203,92,17,234,6 

1020 DATA 205,86,5,48.241 

1030 DATA 243.237.94.33.124 

1040 DATA 195 229,33.163.98 

1050 DATA 229.51.51,17.163 

1060 DATA 252.1, 12, 3,33 

1070 DATA 253.94,62,202,237 

1080 DATA 79.195.163,98,33 

1090 DATA 150,195.229,33,199 

1100 DATA 252,229,51 .51 ,17 

1110 DATA 209,252,33,209,252 

1120 DATA 1,222,2,62,224 

1130 DATA 237,79,195.199.252 

1140 DATA 33,209,252,1 7,193 

1150 DATA 138,1.92.0,237 

1160 DATA 176.33,212.138,34 

1170 DATA 217.136,34.221.138 

1180 DATA 33,202,138.34.229 

1 190 DATA 138.33.239.1 39,34 

1200 DATA 249,138,62.1 95,50 

1210 DATA 13,139.33.196.195 

1220 DATA 34, 14 r 139. 195. 193 

1230 DATA 138.33.223,195,17 

1 240 DATA 1 92 .255 . 1 .22 .0 

1250 DATA 237.1 76.243.49.255 

1260 DATA 255,62, 195.50,96 

1270 DATA 255.33.192,255229 

1 280 DATA 1 95,59,255,1 75,50 

1290 DATA 16.131,33,0,0 

1300 DATA 34.1 71. 131 .50.173 

1310 DATA 131.195.106.255 




ARKANOID 
CHEAT 



Imagine war* not too happy 
with our review of thai* TaJto 
conversion Arkanaid. taat 
month but like I've always 
Mid (ha marks aia parson*! 
opinions, not th* law, Any. 
way, unlike some of our 
reviewers, I liked it. And so 
did Caleb from Cherry Hin ton 
and Mange* Boswell who 
both. Independently, worked 
Out this rather neat cheat, 

Whan a high score has bean 
achieved type PBRAIN and 
then atari th* gam* as usual 
A message SPACE TO CHBAT 
will appear If Space it pressed 
within about five seconds, th* 
gam* starts on tha screen on 
which the player died. If Spaea 
tool pieaxed th* game starts 
on the Am screen as usual 




If you have a Multif ace On* 
handy then this may prove 
simpler, Thank* to Paul Cook 
(rem Southion (or this 
one . . , 
POKE 33702,0 



► 
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BUTCH HARD GUY HACK 



I've had a couple of Hard Guy 
hack. recently, but I haven't 
had much aucceea with the 
actual running of tham. So. I 
turned to the harden guy 
known to nun - Dave 
Thompson, tit* Butch Hard 
Guy programmer hlmeeU. 

Thi* routine give* Infinite 
Uvea and, by pretamg the 1 



key, you can prograsa onto 
any level da aired 

if you're iniareated, and 
you know that |t« not in my 
n atura to goeaip. Da v ■ it bat 
rothed to our very own Aunt 
Aggie, and 1 would hiat J ike to 
wiah tham a very bappmeeain 
the world together. More 
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•' 20 



■ 
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70 



i 100 
110 



•l 
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.; 

• • 130 
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REM BUTCH HARD GUY HACK 
REM BY DAVE THOMPSON 
REM CRASH MAY 19B7 
BORDER 0: PAPER OilNK 0: CtS 

FOR X = 32768 TO 32826;READ AiPOKE 

XALETC=C+A:NEXTX 

IF C<>5875 THEN PAINT AT 10,10; 

"ERROR":STOP 

LOAD ""CODE 16384 

RANDOMIZE USR 32768 

DATA 33,1 4. 1 28. 1 7, 19.91 J ,45.0 

DATA 

237,176.19S.0.9l.17&.5G t 64/t 38,33.48 

DATA 
91,17,18.202,1.13,0.237.176.33,61,91 

DATA 
17,63.161,1,3.0,237,176.195.133,158.6 

2,247.219 

DATA 

254,230,1 .1 92.62.1 .50.201 .91 ,201,105. 

18.202 



BOMBJACK II POKES 



Okay, okay, ao Jack may be a 
■uparharo - but for 10m* 
people that Juat iio't enough, 
They want Infinite Urea tool 
Luckily, I came acroea thl* 
POKE routine nettled com 
fortably at th* bottom of the 
tlpa aack t bring It to you 



now, court eay of Jon North - 
the iuper hacker from Sutton 
In Surrey. For torn* peculiar 
raaeon all of Jon'i routine* 
a aa tn to have an avaraion to 
remaining at the bottom of 
my lack. 





1^ 

-5* 
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REM BOMBJACK « POKES 

REM BY JON NORTH 
REM CRASH MAY 1987 
CLEAR 6e4i LOAD ""CODE 
POKE 65226,250 
FOR F-6403 TO 84006 
READ A;POKE FANEXT F 
RANDOMIZE USR 54700 
OATA 175.50.35.99.195.0,91 











COBRA - The lot! 



A* thia is a Sped el Edition of 
Playing Tip* . he re's an easier 
nolution to Ocean's manic 
piaiforrn game. Cobra, along 
with the infinite lives routine, 
The solution is courtesy of 
ird Kidd (no relation to 
the ex-Ed, I'm assured) from 
Rotherham In South York 
•hire, and the back from The 
Skunk (stinks supplied extra 
•.-.ithanSAEM 

When on level three, leave the 
beefburger containing the 
invincibility pill until the siren 
starts to sound. Now, go up 
and get the pill and the night 



slasher enters, lobbing knives 
left, right and centre Simply 
jump down to ground level and 
crouch, and when he's near 
enough, headbutt him from 
that pos it ion . This works every 
time! The pill makes sure the 
knives don't hurt you, so you 
can concentrate on the 
Slasher. 

There is a drawback to this, 
you MUST headbutt hun - 
allow him to walk through and 
he explodes -just hke a normal 
baddie. But the game doesn't 
realise it's the Night Slasher 
and simply goes on end on 
until you pull the plug 



ANFRACTUOS 



This infinite everything 
routine from Jon North 
arrived in the Towers a while 
ago, before we had even 



heard about the game. Simply 
type it in. run it and play the 
Anfractuous tape from the 
tart. 








COBRA INFINITE LIVES 

1 CLEAR 65000; LETT 

2 F OR A= 64323 TO 1 E9:READ S:lF 
S<999 THEN POKE 
A i S:L£T=T=+S;NEXTA 

3 IF 3< >T THEN PRINT "ERROR IN 
DATA":ST0P 
RANDOMIZE USR 64225 

I DATA 24,46.33.89,5,93 

i DATA 22.250,1. 134.0,21 3 

) DATA 237.1 76.235.35,35 

i DATA 34,95,2450.346.122 

j DATA 112,46.215.116,46 

| DATA 207,54,1 88.33,38 

J DATA 210.34.126,250,225 

5 DATA 49,61 ,251 .221 .225 

DATA 209.191,55,6,249 

5 DATA 233.49,65.251 .221 

DATA 225.209,59,225,193 

5 DATA 205,29.251 .24,43 

DATA 221, 110.0,1 24.1 70 

5 DATA 171 .221 .172.221 

DATA 173.173,221,119.0 

15 DATA 124,203.99,40,3 

O DATA 129,131,145,128 

rS DATA 103,221,35,27,122 

» DATA 179,32.225.201 

00 DATA225.81. 83, 168,168.97,68,152. 

92 196,68,62,183,50,109.136,62. 

201,50,109.136,62,201.50,167,154. 

33.95.251,17,0.91,1,14,0.213,237, 

1 76, 201 , 33. 200, 249. 1 7, 254, 255, 1. 

33 152,237,184, 195 16,175, 18062 



\ 
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REM ANFRACTUOS 
REM BY JON NORTH 
REM CRASH MAY 1987 
LOAD""CODE:LETT-0 
FOR F^23296 TO 23310 

READ A: POKE F^ 

UETT=T + (F-23286)-ANEXTF 

READ AlFToA THEN STOP 
FOR F=2331 1 TO 1 E9:READ A 
IF A=999 THEN RANDOMIZE USR 

23296 

POKEFANEXTF 
DATA 62,255,50,203.92 
DATA 33.1 4.91 ,34, 115 
DATA255.195.88.255.175 

DATA 34211 
DATA 50,44,98 
DATA 50.241,123 
DATA 50,75,1 24 
DATA 50.109.124 
DATA 195.243.1 17,999 








THE GREAT GOLDEN 
ftLPI E COLLECTION 



HERBERT'S DUMMY RUM CHEAT 



To paraphrase the i.ta great WC Frtd.. trunk *£""£££ 
be Jaten and not heard hafaws Like Holbal \"**-ml 

SnX^why F-ul Jukes Iroro Watsali wants to p.owde Wally 
uu«nb m little nipper with infinite lives, 

end hotd d< <e V B which speU out p H ^TL»eie * - 

bu« and hey presto' - you've got infinite lives Good eh7 
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TRANSMUTER POKES 



As I writs. 10ml ikmo in mid- 
march, Trent mo tar hat only 
been on tale for a weok. and 
yet Dave Thompson ha* mail' 



eged to hack hie way through 
It and p rodu ce a POKE rout J n e 
which provide* infinite 
everything . . • 1 think. 



i 70 
'•'80 
*■ 90 



206,93 








LEADERBOARD TIPS 

I haven't been out for a quick 13 hois* on the count for agea. 
Weil, there*! hardly much chance of that theee days with all 
the work they pile on my thou id era! But that a all betide the 
point - Chris Lee from Lang don Hill* in E**ax ha* worked 
out tome approximate ttrtngth/dlctane* miingi for the 
clubt In US Gold's great golfing simulation. Chrit remind* 
that Minimum Power i* when no bar* come up on the gauge 
and afin + 1 Le one bar. 




MIN MIN'1 HALF MAX 
CLUB POWER POWER POWER POWER 

IWood 150 160 220 260 
3 Wood 110 140 180 235 
5 Wood 105 130 170 230 
llroo 100 110 165 215 

2 Iran 90 100 ISO 200 

3 Iron 80 90 1*0 195 

4 Iron 70 70 130 100 

5 Iron 60 65 120 180 
B Iron 50 60 100 170 

7 Iron 40 55 90 150 

8 Iron 30 40 KJ 138 

9 Iron 20 30 70 125 
Putter 10 15 40 80 




& 
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TIPS AND 
SOLUTION 

Juat Id case anyone la still 
struggling with the iomt 
what disappointing Attarix 
from Malbourne Houtt, Mark 
Lindsay front Bream In Soros- 
rset lent In this map. hints 
and solution. Take it away 
Mark . . . 

The potion is used in the 
arena, so if you're hit. you 
don't lose a life. And in the 
arena, if you kill ten men, you 
get a prize and a piece of the 
cauldron. To surrender, wait in 
a comer when fighting a 
Roman. This lets you explore 
the Dungeons if you have a 
key. To kill Romans, stand 
close to them and use low 
kicks. 

To loll pigs, use a left or right 
punch 

In the arena you can't move, 
so he ready to use a tow kick 
And to get to the arena, just 
wait in a cell until the door 
turns white. 

There are only Ave pieces to 
the cauldron, and you do not 
have to return to the village to 
complete the game 

SOLUTION 

From the start you go, right, 
right, up, up, get cauldron, left, 
down, down, right, up. right, 
right, right, get key, down, left, 
up, up, up, up, up, left. down, 
left, get cauldron, down, sur- 
render, left to next set of cells, 
in first cell, get cauldron, wait 
in cell until door changes col- 
our, go Out l ho door, use 
potion, kill ten Romans, get 
cauldron, go out door, down, 
move to bottom of screen and 
go left, get cauldron -and then 
you've done itt 
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THE GREAT GOLDEN 
OLDIE COLLECTION 



\l. 



JET SET WILLY 



A Golden Oldie section would be incomplete without an oiian 
tiiU collection of JSWPOKEi, The ruthlau b*MU plagued 
Robin Candy for nuny month* | but now they're ell here under 
one root. Thank you to: Steven Combotdelle. Stephen Buck, 
Mark Smith,. Robert Gabriel end counties* Others) 

Flirt you'U need thle BASIC loader. Juet ln*ert the approp 
riete POKE or POKEe In line 100, then run the program and 
■ten the JS tV tape right from the beginning. 



10 
20 
30 
40 
100 

[iiooo 



•i 



REM JSW LOADER 

CLEAR 32767 

PRINT "JET SET WILLY IS LOADING " 

LOAD " " CODE 

REM STICK YOUR POKES IN HERE! 

RANDOMIZE USR 33792 



e 

i 



To get rid of ell the monster*: POKE 36123.0 

Continuous jumping: POKE 36358,0 

Let* Willy fell without dying: FOE! 36477,1 

No need to enter the Writetyper codo POKE 

34276,10 

Disables the Attic bug: POKE 69900,266 

All objects are collected when a room 1* 

entered: POKE 37674.0 

Infinite live*: POKE 36699.0 

Make* the banyan tree easier; POKE 36646,0 

Only have to collect the tap to see the final 

effect: POKE 41983,256 

Mow* you to get past Maria: POKE 37926.0 
Block* of Hedes: POKE 60612,186: POKE 
60620.168 



BOULDERDASH 

Thie was probably on* of CRASH 'e meet controversial 
Smoihee to date - argument* Bowed through my mail bag for 
month* afterwards, Anyway, here ■ the infinite live* routine 
from David Wingate of Ftoker in Sunderland. Late of data bare, 
so watch your typing! 
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• i 
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40 
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BO 
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140 
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190 

200 

210 

320 
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REM BOULDERDASH 

REM BY DAVID WlNGATE 

REM CRASH MAY 1987 

FOR 0^60000 TO 60098: READ 

WPOKED.W:NEXTD 

DATA 22 1.033.000.250,01 7 

DATA 01 7,000,055.062,255 

DATA 205.066,005,221 .033 

DATA 000.250.01 7.1 32.000 

DATA 055.062,255.205.086 

DATA 005,22 1,033.000.064 

DATA 017.000.027,055.062 

DATA 255.205.086.005,221 

DATA 033.000,250,017,000 

DATA 002.055.062,255.205 j 

DATA 086,005,221 .033,000 

DATA 064,017.000,027.055 

DATA 062.255.205.066.005 

DATA 049,255,093,221 ,033 

DATA 000.094.01 7,050.091 

DATA 055,062.255.205,066 

DATA 121.062,000.050.032 

DATA 121,062,000,050.033 

DATA 121 ,195,183.124 ___,„_ 

INK 7 PAPER 0:BORDER 0:CLS:PRINT 

AT 9 3-"PLAY BOULDERDASH TAPE 

FLASH LPRINT AT 13,1 5; ,J FROM THE 

START" 

RANDOMIZE USR 60000 




Microsphere'* follow-up to 
the immensely popular 
School JDase has provoked 
quite a lot Of Interest over the 
peat few month*, and after 
rummaging around in my 
Tip* Sack Anthony Dixon from 
Walsall gat* the credit for bis 
complete solution. All you 
have to do li , , . 

When the game starts go to 
the girl* school and search the 
desks for a water pistol and 
stink bombs- If you can't find 
them here search the boys 
school desks instead. 

Catch a mouse as soon as 
you can. Use tho water pistol 
to fill the three cups on tha 
ledge next to the flight of step* 
that lead co the boy* school 
classrooms To get the num- 
bers that unlock the bike from 
the conker tree, stand on the 
third step end face the three 
cups. When a teacher is walk- 
ing towards you. as soon as he 
is under the hinge furthest 
away from you, fire the 
catapult, Hit htm and he tells 
you the number. 

When you have the foui 
numbers. find a clean 
blackboard and wnte them on 
it - the bike is then unlocked 
You have to wait until no 
teachers are on the steps lead 
ing to the headmaster's study 
Go up to his study and turn 
around When the headmas- 
ter's on the second step lead- 
ing cowards you, drop • 
stinkbomb Hell tell you off 
and open the top window. 

This is the tricky part. You 
have to fire the catapult out of 
the top window and hit Albert 
on the head The best chance 
is when playtime is nearly over 
and Albert is inside the boys 
school. If you look at the open 
door that lets you into the 
playground you can see a Imp 
running down it where the 
two walls meet. When Albert 
has just passed that line, fire 
the catapult, and with a bit of 
luck he'll be knocked out. 

Next playtime get on the 
bike and cycle to the gate If 
Albert hasn't already opened 
it. crash into it. This ensures 
that you can jump over the 
gate easily when you have to 

Now, for another tricky part. 
When playtime is over stay by 
the gate until Albert arrives, 



Let him lock it and keep in front 
of him as he goes to lock the 
boys school door Albert won't 
lock the door until you have 
gone inside, so you have to go 
quickly into the boys school 
and then back into the playg- 
round. If you have timed it cor- 
rectly. Albert shuts the door 
leaving you in the playground. 
Go to the bike, mount it and 
then stand on it. Jump from it 
and you should land on the 
gate and be able to get over it. 
If you are lucky the headnus 
tress will be in a class, so you 
can get into her study and fill 
tha water pistol with the 
Sherry. If she comes after you 
release the mouse and run. 

Usually a teacher gives 
chase They can open the door 
and the gate allowing you to 
return to the boys school. Back 
at the boys school, fill your 
water pistol as before Use the 
same procedure as before but 
stand on the third step this 
time - they should provide you 
with some letters, Whan four 
letter* have been collected 
write them on a blackboard, 
and then you have a key. Go to 
tho room at the back of the sci- 
ence lab, Collect the frog and 
wait until the next playtime. 

When playtime is over, stay 
by the gate until Albert comes. 
Get on the bike and cycle into 
the girls school The headnus 
tress should be in her study 
now. Position the bike under- 
neath the cup. and do as you 
did to jump over the locked 
gate. When you manage to get 
the Irog into the cup, cycle 
back to the boys school 

At the next playtime, cycle 
back to the girls school and fire 
the catapult at the headings 
tree* and knock bet down 
while she'* underneath the 
cup. Fire the catapult again 
and the missile will hit her and 
go upwards. If the headmis- 
tress is underneath the cup 
the missile will hit it and the 
frog is released 

You axe now in possession 
of the key to the headmaster's 
safe. All you have to do is fol- 
low him into hi* study, then 
jump and touch the sale to 
complete the game 

Incidentally, five thousand 
linos are deducted when Haley 
kisses you - this comes m very 
handy 
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1 00 RANDOMIZE USR 1 366 

110 RAN DOMiZE USR 1 366 

1 20 PAPER 1 ;INK 1 :POKE 23624,9:CLS 

130 RANDOMIZE USR 32785 

1 000 DATA " 3EOD3D2QFD790EFE" 

1010 DATA " ED48A9E640CQ2C20" 

1 020 DATA " F4F33E09D3FE06BA" 

11030 DATA DD21FE3F1 1010031" 

1 1 040 DATA " 1 95D2ECaCD00807D" 

1050 DATA "FEO530F6CD0080DD" 

1 1060 DATA "7400DD1 92601 CDOO" 

J1070 DATA"B0CDO0B03EDE95CB" 

H080 DATA"142ED030F12CD07C" 

|1090 DATA "FE8020E3DD7DB320■ , 

• '1100 DATA"E10686DD681D1E17" 

• llllO DATA"28De7A32De74C900" 
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PRESENT DOUBLE TROUBLE 
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•EmrHRALLIWG*COMICAL*0AZZUNG» 

"y names Mr Head, Some say I'm me one with the ▼ brains but I dont mink my flat footed 
friend would agree I m a real sharp shooter, but without my pal Mr. Heels Id get nowhere 
last or slow 1 1 can jump like a flea and even glide but Heels is the Daley Thompson of 
!he two of us - hes FAST! Together, if we can find each other, we realty do make an 
awesome twosome, and that's the only way we can overcome the emperor / 

BUcktooth. The last time we entered Castle Blacktooth we found the crowns of THREE 
rfthf supressed kingdoms but by that time I'd run out of doughnut ammunition and my 
buddy was lost somewhere in the Safari world - it was the closest we had come to defeating that 
apscallion - we were jumping for joy, splitting our sides, dying with 

-iter we were Head over Heels' 



/ 



£14.95 £7-95 £8-95 £ $$ 5 I • 1 €*» 



Ocecn Software 6 Central Street Manchester Ml 
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Hello again. This issue 
I have some good offers 

for a few lucky readers, 
and some great reading 
for ttie rest of you - 
I hope. Read on 
and write in! 

JADE GAMES - 
THE FALL 
AND RISE 

As some of you will already know, 
jaw games have just slopped 

running their very popular game, 

Arcadia, (ottowing a legal clash 
with kjc over Eanhwood and a 
certain copyright law. Kjc 
accused jam of infringement ol 
copyright and jade, not having the 
finance to f ighl . have conceded to 
kjc's demand: to dose AtcatMa 
down. This done, mm now hope 
to nse f rom the aehesby iaurvchtfig 
a new computer moderated game 
- Shattered 1 World. 

WOZZAT? 

Shattered IrVortdis a so-1< strategy 
game, spiced with fantasy and 
governed by a yellow rulebook. 
the game is sat upon the world ol 
Ffmdar , a once sentient planet 
which Is now being torn apart by 



GIRO TfiNK 




FIRST POST 

KGPac^ 

Sob 
Pa Meson 

CI ( SRST POST. K < 

Pack, Walnut Tret) Lodge, 8 
Kings Meadow Lane, Highum 
Ferrers. Northamptonshire, 
NWdJE. 
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gravitational forces. These have 
been induced by a rogue planetoid 
now orbil ing as a moon. As ever, 
sillvvtsation has collapsed, leaving 
a radioactive and mutant-infested 
landscape behind, Into this you 
are hurled, as commander of a 
Tentnalith (a big machine created 
to cope with the changing 
environment). You must fight (or 
survival, and plot to maintain o 
regular income of energy crystals 
by mining the surface. The need 
tor power is great, You gotta fight 
iq win. or else you don't. It you 
know what I mean. 

OWZAT? 

Shattered World is a dead I me 
game, piayed on the ever-popular 
hexagonal map. Many types of 
giEuil machines exist 10 be found 
or captured - or even destroyed, 
and movement is not quite so 
limited as it was in Arcadia; these 
beasties have quite respectable 
ranges of movement tor each turn 
The game works on a point 
system: the obvious way to win is 
to hit a secret score and wham 
bam - you win a doomed planet 
Not much use. eh? jade report that 
there's another way . . , 
something to do with a plateau and 
a cure of the world's troubles Mice 
touch, if you ask me. 
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W0Z2IT COST? 

Not a tot. Turn costs are C 1 .50 
each, for which you receive a well 
laid out and informative computer 
printout. For details of sat up, write 

tO JAOE GAMES, FreebOSt, POBOX 

54, South sea, Hants, PQ4 OHA, 



PBM 
FORUM 



SOCCER ONE . . . 

Dear Brendon. 

Please can you get me involved in 
" ' u soccer gomes? 

S Eedo, Northanti 

ail but one of 
the addresses mentioned in earner 

a go at a normal ' PBM gams 
Conquest and 
■c«j fo get rbemosf 
nehottby PBMtsmomthan 
a medium for toOtbaK 



FOREIGN WARS 

Dear Brandon, 

I've been reading your column tor 
some time now and lind it very 
interesting, id like lo torn Vorcon 
Wars, but I am womed whether or 
not my order would reach England 
m time is there a special 
International version? Also, are 
games wtth open deadlines more 
difficult to play for players outside 
of the UK? Finally -do 
international games cost more'* 

I wish you luck wrl h your column 
and hope that it will expand 
qutCktyl 

R van AJteren, Holland 

Most deadtmegames offer what is 
termed a 'stow turnaround ' 
version to accommodate 
Europeans (and even beyond). 
These games tend to cost a bit 
mora to piay where heavier tetters 
are concenwd, although small 
fetters (up to 60g} can be posted to 
EEC countries at the same charge 
asformkuKttirstiXaSSrnail.sottiis 
is not necessarily the common 
case, write and nnd out! 

Extra UK players can suffer m 
open-endedgames which operate 
me form of realtime. Thisneednoi 
hamper your enpyment of a game, 
however. Intact, tt¥Qu wish to play 
the game property, StarGlobe ts 
more realistic for tnternationat 
players than tor us flnts fsimufaf ed 
time delays, etc 

m 

DIPLO DIRECTORY: 
GOOD OR BAD? 

Dear Brandon, 

Please do not print my name and 
address in the next issue of the 
Dplomatlc Directory as I had 
previously asked, Ihe reason 
being that I have received a letter 
from time patterns threatening to 



.. .SOCCER TWO - 
STILL NOT VERY 
WHITTY 

Daai Brandon, 

G Williams m 
IhsM 

have lost money to Mr 

up n labia of Goodie' end 
'B<idd«e PBM address*. 
Good luck with your letter to Mr 

S Edwards, Cardiff 

■ dtentouloWt 
Wt> nay be 

interested lo know thai after 

ngarecci 
'reminder' I sent returned tu 
address by the Post Of 
inscribed wth the magic words 
'Gone Away f ft i . -.■ passed (he 
problem on to theMatdstone Cops 
(thepotn 

BK 



throw me out of StarGlobe Four if 
it is printed. 1 hope you sea the 
importance of this and act on this 
letter accordingly. 

Dfi, London 

TIME PATTERNS have informed 
me of the action they are taking 
aMinslMrtatf members of the 
directory - 1 behave <t to be just ft 
appears mar some members have 
been ruining the game for others 
(and themsetvesfby giving away 
coveted secrets and information 
modules away wtlty-mfy. This ts 
not the way to play a game; the 
object is to learn by your mistakes. 
not by joining some half-baked 
alliance created solely for 
information swapping rather than 
for strategic strength StarGlobe 
players menttoneoin the directory 
who have not been engaged in 
such gangs on need nor wony. 
and lo help the GMs of at) games 
the format of the directory will be 
changed from the next issue: to 
getmtouch wtthmembers, anote 
witt have to be passed via the 
game control (if the facility exists} 
as no more addresses will be 
given, Sorry, but those who spoil it 
tor some spoil it for ail, . . 

W 

READER'S 
REVIEWS 

Dear Brendon, 

Cm just writing to give you an idea 
1 think that some room should be 
devoied to Reader's Reviews of 
various PBM games: big and 
small Why not try for some more 
space to accommodate such a 
section! 

Patrick Walsh, Berks 

Good idee Patrick, i have been 
constdering doing this for some 
time now, and you will be pleased 
roheaftharihavefustrecervedthe 
go-ahead from the Ed* Over the 




next few months I shall be offering 
revrnwer positions ktanygame 
which l can gain them, preferably 
two per name. Come onnowGMs 
- send those offers to our editorial 
address* This month f have two 
places in Crisis, a game of world 
destruction/domination by mjlo. 
and Shattered World (a game 
which could wen be set in the 
aftermath ofCmis) by md€ games 
Alt I need from my reviewers >$ a 
500 word review after two months, 
and a trnal report at the eno of the 
game, ft 'you're interested, write to; 
CRASH PBM REVIEWERS. PO 
Box 10. Ludlow Shropshire SYS 
tDB. 

OB 



TURF MAPPER 

Dear Brandon, 

* (rtought thai I'd write and let you 
know o< a computer program I 
have written tor (he 48K Spectrum 
aimed at players of it s a Come? 
The program is a turf mapper. 
*tuch I am selling for just C1 
■ ^eluding postage. If any C P ■'• 
readers are interested (hen I will 
send tnem their copy as sooo as 
possible after I receive their 
request. 

A Rosey, Cast Sussex 

Seems a fair enough offer, Andrew 
appears genuine (he sent me a 
CQpvottheprogramj-whynottry 

BK 



CRIME! A CRIME? 

Dear Brandon, 

Although I en)oy piaytrvfj tt'$ A 
Crime, much of my pleasure Is 
removed by the constant 
presence of input errors: ad the 
moment, kjc are averaging an 
error pet turn? These errors are 
costing ma (and probably others} 
lime, money and wasted 
moves . baheve it or not. I am 
not loo happy 

Besides this proMem, I feel a 
fallacy exists over the supposed 
cost of this game - 62 5 pence** 
No way. Jose! To ptay the game 
propany one mm pay M teeai 
£1 ,30 par turn Cheap? Not really 

All said and dons. I d jusf like to 
pom\ out that I do enjoy reading 
your column, which has 
introduced me to an enjoyable 
tabby 

A Watson, Manchester 

i quite agree wtth your comments 
about thecoslof playing IAC - 'tis 
not re*>fy sucti a cheap game to 
play is rt? As tor the input errors: 
*e» maybe some are GM 
orientated Out are you certain mat 
your order sheet >& legible? Kjc 
may not be ontuefy to blame, you 
nncw Has any one else had 
trouble wmtfc input errors? 

BK 
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Much i% a merry moot h for rturiud ■ 
ing maniacs (who are, no doubi . all 
as. mad as a March PBMer . , . ). 
Anyway and anyhow, here Iks this 
month'* list of successful candidate! 
for the DIPLOMATIC 
DIRECTORY . . . 



#ooi AdriwNul 

41 Markeitfead Eatate, Kin™. Baton, 

l-incolnihireFEiQISL 

C AMES : Mora" Won 72 & », Capitol 

I Si tiankwood SI; Arcadia 6, Star Empirn 

I - Conqunl 

*at»2 jMoaFreawh 

7t Prince* Road, Euacombe, Toruuav 

TQl I PA 

GAMES: VonmWmnJS{C«wmmmwr 

BUTAD} 

#•93 Trtn* South 

27 Sb*rmon Crcaccnt , Bnonitoar Frith, 

l^ckester LEJ 6NW. 

GAMES: SurfbaV 4 (SS tUU* Jmkt 



*tS4 Robert D«rt.y*iiue 

22 Thornton Otic, Ckvtcyi, Lmkv, FYS 

IJN _ 

GAMES: h't A Crma! I tDtotk War- 
nan i; Ir*t A Crmt' 4 fjtfapiij Rhus | 

#tt5 ' "™— *hr 

1 7 Gnvency Garden*, Arnold , Natuv- 
«huti MG5 6QW 

GAMES: Varum Wan 75 (CcmmamLrr 

SHUTUN) 



*tOb MtGGi 

I W Kuun Kuatl, KuoL-ombt, Surrey 

GU7JIJE 

GAMES: Satmmaha; Cmmofft WmU; 

Eipbm of I'Jm; La*dl ^wClMM 

,v»», A«, Mark PtChmi Lfmammt Lrmd; 



*«*7 Mr CI McCarthy 

3°A Staview Road, Usurd, WaUeaey. 
M«f*ey»ide L45 4QN 
GAMES; \«rfto*r'iiBr Empm t; 
Kmm W-n 70; S**t™h*; Fl** «<■*- 
lF*iW 



*•» Scan MfldartM* 

2 Bn»nwkkTemi« h €(MiPrphine. Ediu- 

buKliEHl2 7LZ 

GAMES: Vmm Wan 40. Vigyr Kkm 

W*n7T 

*0« Fan! Parad e « 

51 Wmcrk»> Rood , Pitinntk, Aynhirc, 
SoMbwd KA* ZAA 
GAMES: t mom Wan 60 \C. uum mm m W 
PEPlSff), AnrddW, C«»flWBt 

#01* KrvWucy 

V CLir**Mi Home, Mxyuule RjowJ . Bit- 

aassw Urndoti SW 1 1 :BP 
GAMES: EwiawurfJO 



#011 laa HudMM 

5 3 Dtxpnorr Cloie , Almkn , N r Burtoo- 

upon-Treni, Staffi 

GAMES: VWrt Wan 65 rCapMmdVr 

PESTIB), iW Van»t IFan 77 fCom^ 

*»J*t FjR f r G ADJ. VMrf «/ Vmtmmc* 

! /dM V /m-Mf *Mo itr BmySl £dammdt ) 



*0I2 Gurtfa r>*n* 

4 Vtahefaadt Rwid, Tfutdum, Hew- 

b«fT,BerkihirtRG13*AR 

GAMES: AremdMiiEu Grenad*! 



*•» Mik.. 

774 HobncaeU Read, Umpool, Mm 

yi*l*LK9JPQ 

GAMES: Vaw« Wan, &*<**»; h't A 

Cnm! 4 (Pnam) 



*ei4 David Law 

1? Florence Road, Weal Bridfford, Not- 

M92 5HR 

iCawiAfUi-T.Piajwr/d 

*ei> Matron HanpiM 

WaUacy Road, Vuleiey, Merieyitde 

L44 2AC 

GAMES: Wirwna7«fr72;/* , iACnaw, , 4 

*«li Obftfcoat 

175 QtKcm Road, Lektiter LEI JFN 
GAMES: Satwntht: Anrndta; Ew- 
tkomt 44; tCatft qfSwtt I?; Attadu: tr't 
A Cnm!; Suordi ami ShtUM 

**17 Room **m dta Y«cl 

SmancdlaaA 1 72 . 2i )2 RX [ xideh , Zuid 

MolUnd.S'rthcfkftJi 

GAMES: Vmtoh fTon 72 fCanPLntrr 

TkMtlSi, Sh^tM* J (Tim Diickmn 



ttll Fl 

CatMariPwn Houae, T h c iaatp wn, 
Mothyr Tydfil, Mid GUmuria&i Sotiih 
Tiles 

GAMES ! ft\ A Cnm.! 2 (Dmnk) 



*ei» St««*VkWn 

26 Sannloo Court, Hwrafiie HG2 OBB 
GAMES: Satttt Star; Saormoha, lt\ A 
CnHt/ 4; World oTrJAnn 

*ait RwHbyOemar 

IIPnor^OKvt.SiotkwcU.ljwdniSWS 

2PO 

GAMES Stmjmhti 

*«l SltrAeoHofc 

27 Roacmary Rc«d, Sprow»ioa, Nor- 
wich, Norfolk KR7 SER 
GAMES: Venm Wan 6! (Commmtdtf 
BRIBER); h't A Cnmm! 4 (Fiffmmg 
UnJt-Hi) 

*m KmrmTwck 

Walnut T rw Lodge, 9 Kiogi Meadow 

Lane, Hicham Ferrer*. Nftirtharoptcm- 

ihireNmBJE 

GAMES: fianmxe*!; Saarmaha; 

Smwwfimt 4; Omm'r F«ay, h> A Cnmm! 

3;CamtS*lh.Att 



£0X3 Mitttcw I 

ID Denby l^ncCnaocw, Grangt Moor, 

Wakefield , Wen Yorkihur WF4 4KB 

GAMES: XunMt 4 (SS ObnOmm F«,i. 

Arcadia 

*024 Ga*ta Manhail 

Jr, ^pur R«d, Onjingrcci, Kent ER6 



War,:/ 



*•& Owca Wbilcbead 
213 Fata Ro*d t Braky. S70 1QW 
GAMES: A« f Kmrnrn'- E 5t4>.i, Stmw 
Mi* lOrmdl of rat WA\ Emkmdm 
Hrothrrt in Armi . fi's .4 CMhm ' SrorAfn 
» Amu,. Fran Tht Mimili #f MtM Elf). 
WoHd ofCmwi (RiOaa Ken), Saatr Star 
iManmaSiar AS /jqparj 



#024 Dimian Mjnninji 
i: Vi jrdtn Ro#d. Sutlon tloldbeld. 
Wed Midljod*, »M ^R 
GAMES: \urfbeV fS.V Afewti. /('i A 
Cnmi {Mtrry Me*! 

#V27 JoaaPm 

12 Undcrdalc Avenue , Shrcwacaary, 

SfenMlur*, SY2 SUV 

GAMES: AlarttotV Fow fSS Bnmdmaad 

of dW 6*«W iiaaw), Vm* Wart 78 

(PhmMji 

+*2t John Kemp 

9 Wold View, CaaaMr, Uacoto, LW7 

SUU. 

GAMES: li'i iln^M V« »>• 
Auoiiiiu;, Artadui H iLiwdCniomu al 



*«2* Milan Fetrrnk 

24 Ucll Road, Kinjk Vocton, 

few,BSI2HZ 

G AME: A nudta IS (Dmag Dm 



• 030 JCFowkr 

11 BeaeoaaBeld Haee. St Atnts, 

Cmwwalt, TRS *SZ 

GAMES: iurp/oor T*rw. A^«iwli 

#03 1 Kevin Edwirdi 

52 WoodUndt Bud, bxhcler. North 

aaANNfTBU 

GAMES: Vaite* 60. It tACnmU, Cuy 

tfStnJa, 



+ m jHoiiCoCCncI 
kLaac. 



BamnftH, Cacaba, CS2 



ITBach 

SBF 

G AMES; .Yatvnuru i A n'J TonwiHl, 

TjrrwajyfPSj 

#033 Michael R Stannaid 
44 Harrinclun Streri, Cleethoirpe*, 
South Humbsrwd*, DN3S 7AZ 
GAMES: AreaaVa 10 (Mmwam ike 

t'nkmitsm a' Xrvrm $prtnfi City) 

# MMalcolm Sunt 

76 Mount Road, t . Ant r rbury , Kent, 

* II IVI 

G AMES : Sottrt Star KUmert Ottm\ 
Bradityi Eoctkril fitmibm Odin) 

*tJS Pml Dandaoa 

5 1 W ate rlno Road , Pretrwick, Ay nhox , 

SeDtUnd.KA»2AA 

GAMES: V<*t<m Wanm~PtnA), 

Arcadia 7 iP*d a Marhjum,t' ' 

ipu-it (Amtr Nana*, nu^i It 



*0I4i S Davie* 
14 Clan Slreer, Too- Pent re, I 
Mid GUm. S. Wale*. CF41 7HQ 
GAMES: hi A Cnm,! 4 1 jwte ilJi. Var- 
um Wart 64 rChianVj 

• 0JT SWratl 

60 Si Andrew* Road, ShoeOuryoe**, 
Ewi, SS3 f JJ 

GAMES: Van** Wan 73 iPnJml. Var- 
an Wan 78'Saikalt, h't A Cnm ' 4(Mm 
tnurtrt L Km*) nf Stttl < Woodland 
A JJjj»t. j 

*ajt Richard Goll 

1« IV" Biaad t Cokhmci.EHci, CO* 

JHU 

GAME: Awa/w 12 > jMayw /7J 



*ej* Jaaon Hukjjj 
ISGairaRaLaaa, 

SM7 2ED 

GAMEt.SsttnWKi.l-, 



So endi anotkn fhrtfamjiu fkrectars 
- dm 't forget U> u-ndyvttt tipptuiiiums 
to our cfntj Ihptimiiii at: 
PSM DIRECTORY, B REN DON 
KAVANAGH, CRASH, PO BOX 
ib, LUDLOW SHROPSHIRE, 
SY8 1 DB 
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WIN A FERGUSON RGB 
MONITOR, SPECTRUM 
PLUS TWO AND 
MONITOR INTERFACE 



i 



For the second month running, 
those gene* nus people from 
ferguion, famous Tor their tele- 
visions and monitors, are offer- 
ing CRASH readers Ihe chance 
to win an MC05 Monitor and the 
necessary Interface to link il up 
to j Spectrum, And to show 1h.it 
we're |ust .15 willing, we've 
thrown in another Spectrum - 2 
for the outright winner our our 
CRASH Trivia compelilion 

The MCOS is a very neat piece 
of equipment, allowing you to 
en j oy a first class colour display 
tor your games, and rt also dou- 



bles as a telly -so when you tire 
of searching drawers, picking 
up keys and usfhg passcards. a 
prod of a button, a twiddle of a 
knob, and you can tune in to East 
Enders. 

As you can imagine, this Kind 
of technology doesn't come 
cheap - the Monitor and Inter- 
face would normally set you 
back around £245. and when 
you throw in the Spectrum - 2, 
you 're talking in the region of 
C37S. 

To win this prize all you have 
to do is write down the correct 
answer to the eight following 
CRASH Trivia questions on the 



bach of a postcard (or outside of 
a seated envelope) and send it to 
us at: CRASH TRIVIA COMP, 
CRASH, PO BOX 10.LUD- 
LOOW. SHROPSHIRE SVS 1DB 
to arrive no later than 30 May. 
First correct entry out ol the 
boot of Roger Kean's Porsche 
wins the Monitor, Interface and 
Computer. The next ten run- 
ners- up will each get CRASH 
Hats and T-shirts for being 
clover - and lucky. 

CRASH TRIVIA 

1 . Name the Terminal Man's 
two companions in the first 
Story. 




/ 



/ 



2. Which ol these three got the 
highest CRASH Overall rat- 
ing? ShadowftrG, Stargltdot, 
Frank** Gogs To Hollywood? 

3. Which of Lloyd's Hermes 
typewriters is the most 
recent? 

4. Which was the first issue Of 
CRASH that Graeme Kidd 
edited? 

5. In which issue of CRASH did 
Derek Brewster first appear 
m Adventure Trail? 

6. Who did Frontline before 
Sean Mas lerson? 

7. Which was the hit game 
CRASH never rated in its 
review? 

8. What was the first full title Of 
CRASH magazine? 
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GRAB A 



CHOOSE AHY ONE OF m»» 





SHORT CIRCUIT 

It you can keep your eyes oil our piay - 
mq bps Oils montfi tor long enough. 
Inert you'll enjoy the idventures of 
MMMr Free, the unfortunate robot 
stuck ImktaNmfloeoVcs'headquar 
ton. Th«y Ihink he's dangerous ana 
want to take him apart, but Can you 
keep tilm free of their clutches long 
enough Id escape the comptei arxi 
reach freedom'? 




KBOUflDS AHEAD! 




HEAD OVER HEELS 

WoM om of fln M^iMt aw OUtM 
frn ia s ai taoti month at 97 partem 
Head Over Hbob m by Jon RItnan no 
mm* arm* boat 
Wii on On 
DM two ipy 
Head mo Hesii, and tots of 
graphics in a graphical 
to la* me mart hardened 
pjff. Part into ft! ft you tawfl 
already got ft, Iwt'i yew chancel 



TAI-PAM 

Fran Dm on of Jams Qantfl aim 

Shogu»jnd then T a< -Part, both messiva 

QB5i "flfllitjlj,: nOWp uteVlliS 10 UCMHa 

you can enter the orient* world of fts 
p*rife two - a imupgtar and atan- 
kwiatar of inwi who achie*ed ridwa 
beyond taatfnalton. Poos, tin. 



the ingredients of 
scbon -packed i 
ttaHovanofi 



•at to 



— -i . ^ j *^" ^ people o* 1 * the** 



*ft«r *H, £TS for 12 , M «# a ""^N 

^«afai r de,, a(rr ;X a \%°^X S r Ctairn »*— 
that the oppofi Un% , J 8 " »* "««. but whan you add to 

^t boot(we^ p r ay 9 a^ h ^ t On a ™* Ocean 
*•«• *ay? Sha can LVttZlS r^S^ ■****P«on 



aksfor 
lArmy 7 

t at the 



>X^orVtsay any mora about CRASH- **£** 

Mm* ^Pf «^ p JSuSlS SSihtd, which 
I time of writing that they re wimwj a rt 

SEMEME XStfSU - * ■— 

around the and of April. 




)DonJ«^day^rC inland UK>, and maka Guru 




DEAR GURU DENISE 



This l» Simply Incredible' How do you keep ft up, providing me with 
00 much choice that 1 want tc subscribe every month?! I've chosen 
my free Ocean gam* and boon kJnd enough to tick an appropriate 
box below to lot you know which on* it fa. I understand that H I've 
ticked ona the of tho first throo games on off «f , I might have (o watt 
juat a llttl* brt longer f or It, as hra vary now. 

Pimm tic* 9m awne fll yam chon* - on* only no* . . . 

QARMYMOVES D HEAD OVER HEELS 

Q TAJ-PAN fj ARKAMOI D 

~ MAG MAX Q SHORT CIRCUIT 

Denise will bo sending off your free OCEAN gome, tint as soon as 
she can otter receiving your C RASH subscription payment of CI 5, 
Just fill out the form below, ma ko out your cheq tie or postal order to 
MEWSFIiLD LTD, end whizz it off in the post to us at: 

GURU DENISE, CRASH SUBSCRIPTIONS, 
PO BOX 20, LUDLOW, SHROPSHIRE SYS 
1DB. 



Nam* 



-■■*—- —............» 



...... UUH ». U . 



Postcode 



PLEASE NOTE THE 
NEW ADDRESS! 



I"" I enclosed 5.00 •> I 
enclose £22.00 (Foreign 
Sub scribera) 




PLEASE DEBrT MY VISA/ ACCESS ACCOUNT C 




I wtoh to pay by VtiarAooaOB 



aaapp»c*M#| 



fcgtfry 



Ctarg* fifty Account No: 

I I M I I I 



Thta offer la subject to availability and cJoaaa on 2$ June 1997 







,orth sheftng «jt f 
Ttx? Woolwich Atsmtt firms 



"...A game for the herd 
of hwrtno, 
Hearsay' Magarm* 

tvWe Ktoper Whe& 
home ■> the Csi side,.." 
Cardiff Choir Atewj 




SPECTRUM £7.95 AMSTRAD £8.95 



AVAILABLE MID MAY 



3 



FASTSRTHAN UOHT 



£ 



Fresh from his dismal triumph on Knutz Folly, Sweevo is thrust onto the 
watery world of DEATH BOWL, a planet whtch, for no good reason, has 
been converted info a gigantic aquarium. 

qO Wilt Sweevo succeed in his mysterious mission - or will the Great Bowl- 
njiinemr Keeper pull the plug on him? 



YDromatION HYDROFOOL is a fast, 3-D, seek, chase, puzzle and laugh game, featuring 

the fabulous but irrelevant H YDROMATION. 



FTL FASTER THAN LIGHT. C ART£R FOUIS GROUP OF COMPANIES. SEOGLEY ROAD EAST. TIPTON. WEST MIDLANDS DM 7LU TiJ: 021 557 298 U4 tool 




NTLIN E 

with Philippa Irving / 







MORE 

STRATEGY PLEASE 



My Finals are looming dose* . and like everyone else, I've drawn out an 
impressive revision timetable which I shall spend the next three months 
ignoring . Next term. Trinity term, brings so many distractions The balls 1 
the punting' Productions of Hamlet' in the pouring rami CRASH dead- 
lines . . And very soon 1 shall be appearing in ZZAP' too. doing battle 
with the enemy via a Commodore and disc dove (apologies lo al you 
Spectrum purists, but someone has to pay tor att the balls and punting). 

FRONTLINE may have a title which suggests the battlefield, and it's 
true that nearly all of ihe games I've had For review since 1 started have 
been wargames. but i am supposed to be here lo cover strategy games 
as wed That is. strategy games other than wargames; and these have not 
been very inspiring m the past. One thinks of the bannana republic, of 
starving or revolting peasants, ot general election and taxes One thinks 
of Football Manager and, though hopefully not too hard, of The Great 
Space Race. These are the sort of games which can be played in terms 
of simple numerical input Yes/No responses and multiple choices, and 
they are on the whole momentously unsatisfying. A lot of imagination has 
to go into the concept to make the numbers meaningful and the objec- 
tives the strategy achieves interesting to the player , getting these factors 
nght made Footbait Manager a playable and addictive game. The Great 
space Race, »n conirast. is a complete lailure because of the confused 
mass of Irrelevant statistics it generates in response to a minimum of 
player input, and the tangled , open-ended rewards offered . The limited - 
input statistic game can benefit greally from good design but it can never 
be a living, moving work of computer entertainment. The format has 
limited potential. 

Theoretically, however, strategy needn't mean bannena republics or 
war games only There is potential withm the standard wargame format 
to treat a different scenario, which is an area of gaming almost entirely 
unexplored and undeveloped. Adventure games are quite often fantasy 
or science fiction - whodunnits* and related thrillers might these days be 
added as a third standard background - but there are certainly a fair 
number of notable exceptions which treat "alternative' plot -lines. The 
novelty and quite often the humour of these - Hampsfead, for instance - 
can be extrememJy appealing; and, what is more important to the 



software producers, commercially successful. The comparison between 
war games and standard advent ores isnt exactly a par artel one, because 
adventures are related to written literature and war games ere specifically 
designed to simulate battle situations , Any other concept which rides on 
the back of the cardboard counters" set-up will probably seem artificial : 
wargames also define their own conclusion and reward by their dosed, 
combative gam ep'ay.andthisrrwght be rather hard to transfer lo an alter ■ 
native context. 

But what is a sirstegy game anyway 7 It » not merely a game which 
requires the use of the mind rather than the reflexes to play successfully 
rVtarsporf and its companion games are sotveabte, not zappabie, but 
have a solution which is arrived at by working out an inter-connecied set 
of puzzles and involves the player in no subtle decision making. At the 
other extreme the cheerfufty genocidai l/noVum needs some careful 
thinking and planning to play well: shooting the waves of wotsits is easy . 
it's work mg out an individual approach to each level, and deciding which 
to go for and which to leave alone, that gets the highest scores and makes 
the gameplay satisfying and involving, 

Decision making is a fundamental component of a strategy game. In 
The Great Space Race it is the only component, which probably 
demonstrates ihe point as well as any, nobody would deny that, however 
appalling. TGSR is a strategy game Wargames require the player to 
make many subtle decisions every game turn , balancing risks, preserving 
supply, and, in some games, spending resource poirti a It would be pos- 
sible - not easy , but game designing is not easy - to construct a game 
which was neither too closely based on the potentiaiy stifling wargame 
loctrtat, nor of the branching bannana republic type. There are certainty 
board games which present some intriguing ideas, and could be adapted 
and enhanced to the cornputer, the old- fashioned , eternally-valid games 
like Monopoly one Diplomacy and the newer, more complex systems like 
Ukiminait It's true that some of these rely on diplomatic interaction, but 
there must be some ideas, suitable to the computer, which don't. 

Time to return to Middle English and Shakespeare. Next month, if I sur- 
vive this weeks revision programme, I'll be compEaining about the 
Software Scene. 



BATTLEFIELD GERMANY 






Producer: PSS 
Price: £12.95 
Author: Cybercon 
Enterprises 



It seems to me that pss produce 
two types of game; one blandly 
well-presented, fast and playable 
with a pretty awful but nicely-wril- 
ten arcade sequence, and the 



other uneven, unexpected in con- 
tent and vaguely unprofessional 
Annate of Romp, which I liked a lot, 
was d the latter type, and so is this 
game, most inappropriately enti- 
tled Battieftetd Germany. Here we 
have no real-time gameplay, no 
arcade sequence, and precious lit- 
tle machine code. What we do 
have is a literal, cumbersome 
simulation of a board wargame, 
envisaging a mostly conventional 
war between NATO and the War- 



saw Pact, 

The explanation of the scenario 
is brutally exact, given as it is in ihe 
form of a countdown dated to 
begin next summer. Iran wins the 
war with Iraq, which seems 
reasonable. What seems unlikely 
(to me. anyway) is that Egypt also 
comes under islamic law and an 
Islamic pact is formed - this then 
invades Israel. The superpowers 
intervene and the situation esca- 
lates to futt-scate conventional war 



in Europe. The point of dating tfus 
account ot the escalation so dose 
to home is presumably to shock 
the player into a sense ot immedi- 
acy. Tfus has worked to some 
extent as. at least superfioatty. it 
has an air of uneasy credibility 
about it. The atmosphere created 
by reading this wh«e the game 
loads is dispersed somewhat by 
ihe first appearance of the game 
on the screen, and soon evapo- 
rated entirety m the lift sen- minute 
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wait before piay. 

The map is hex-based rather 
than square, which In theory is a 
good idea as it aitows lor equiva- 
lent movement in six directions. In 
practice, the hex composition of 
this pan icuiar map seems to waste 
a lot of space. The main playing 
area scarcely fiHshatfOf the screen 
at once, and is 'lagged' around the 
edges to avoid nan hexes. A smel 
representation of the entire play- 
ing area of Central Europe shows 
where units are deployed: this 
would be more useful if it were 
possible to tell from the tiny dots 
which units belonged to which 
side, as it is difficult to get a sense 
of locat ion from the main , scrolling 
map and I found It wasn't easy to 
keep track of how my forces were 
moving overall Mottling on the 
map is identified by name, 
although each hex ts some sort of 
terrain type including the cities 
which are vita) tor victory points, 
and this ts the major reason why 
the map looks and feels anonym- 
ous and unexciting. 

The gome makes no visual app- 
eal to the intellect or the imagina- 
tion. Cities have no chance of 
becoming real cities with popula- 
tions and histories; they're no 
mora than 'city hexes', which take 
one movement point to enter end 
are worth 20 victory points. 

The player's units and the com- 
puter's are represented by the 
IfedBlonat square counters 
depicting a sometimes unrecog- 
nisable piece of military hardware. 
There are seven types of unit in 
Bamf*?t<! Germany and it takes a 
bit of working out at first to decide 
which is which, as the works of art 
are not reproduced in the 
rulebook Each unH has a set of 
statistics which Is displayed to the 
right of the screen, and define in 
interesting del ail attributes Rke 
combat strength, fatigue, effi- 
ciency, supply and movement 



at the expense of any other sort of 
detail giving life to the board. The 
units are just thai - counters 

I'm sure it's a peychotogtcsliy- 
determined (act that most players 
when loading up a wsrgsme for the 
first time choose to play ' their side 
if engaging against the computer, 
Bamtvkf Germany has its coe- 
player and two-player game on 
different sides of the tape, and it 
interrupts the loading on aide one 
to allow the player to input OpHew 
one or two player, game length. 
NATO or Warsaw Pact. Most 



minute after you left, the opposi- 
tion decided to engage in combat 
and the computer will be smugly 
waiting for a key-press from you. 
If anyone survives the boredom 
and frustration of the computer's 
turn, there is a further shock: a 
saved game position can't be 
loaded until that turn is over, as the 
player la given the option of "ad- 
vanoe/toad/save' before carrying 
on. Useless to think that you can 
choose to play Warsaw instead 
next time and avoid this wait, 
because you must load a saved 




players will choose NATO, for the* 
first attempt anyway These 
players will find themselves 
watching the screen for 15 to 20 
minutes while the Warsaw Pact, 
which goes first, plods through its 
"action phase 

If you've played Anna/Sol' Rome 
and thought the computer took 
too long about Its moves, then 
Batttoftefd Germany will drive you 
mad. At least Annais of Acme's 




points The information is pre- 
sented cryptically but dearly, this 
is a good thing, as frequent refer* 
ence to the rules is initially neces- 
sary Units can be stacked tour to 
a hex. and the statistics of a* unrts 
in a hex are displayed when the 
cursor is moved into it This Is all 
interesting and satisfying, and 
reminiscent of precariously 
balanced cardboard counters, but 
the effort which has been put mio 
detaxing me statistical definition of 
the counters seems to have been 
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movements are moderately 
interesting to watch. Samefiedd 
Germany offers nothing but a vast 
number of counters moving one by 
one through a blank landscape, 
and certainly on a first loading the 
whole process will be meaningless 
to the player. If you decide, after 
five minutes, to give up on it and 
go and make a cup of coffee, 
phone Australia or take a walk 
down the street while Warsaw is 
getting on with things, you are 
likely to come back to find that a 



game into the same set of options 

Patience is the cardinal virtue of 
wargamers, and it maybe true that 
you nave to wart half an hour for a 
human opponent to complete a 
turn, but there realty is no excuse 
for the excessive slowness of 
BartierWd Germany, particularly 
as occasional intervention is 
required by the human player, and 
no warning ot this a sounded by 
the computer to wake the player 
UP 

When the player does eventueity 
get a chance to participate, a 
rapid, computer-handled 'supply 
phase' is followed by the action 
phase. This allows a free mixture 
of movement and combat, which 
I'm not sure is a good idea; some 
players may tike the free- form, but 
1 found if was confusing It does at 
least enow victories in battle to be 
followed up by advances of units 
which were not involved In the 
Movement is easy and 
t, effected by means of a 
cursor which can select and de- 
select units (reefy and move them 
while their movement counter 
decreases to zero. As usual, cer- 
tain types of terrain incur move* 
mem penalties, and these are 
explained in the rules, Combat can 
be initiated at any time during the 
action phase between adjacent 
units, and tfrn method of doing so 
is dumsy and initialty most cent us- 
ing; any mistake results m the 
message 'attack aborted, " 

Both sides can choose how 
much air support to give the 
attack, from a fixed pool allocated 
each turn, and this has a signifi- 
cant effect on outcome, The com- 
puter seems to be sparing of its air 
support supplies, and a few heavy 
attacks each turn will be sure to 
obliterate its units. Units can be 
destroyed or forced to retreat, and 
if they have no way of retreating - 
or if you accidently make them 



retreat m the wrong dweciion - 
they are vaporised, graphically. 

The nuclear option is not ottered 
in the one player game, . 
seems unfair; I should like to know 
how many people commonly play 
two-player wargames on their 
computers It is, say* 
rulebook. Included for authenticity 
more than anything else, and Ihe 
way is handled is one of the few 
colourful features in a colourless 
game. The player can choose to 
escalate or de-escalate the level 
of nuclear conflict, but whether or 
not the decision will be 
implemented depends on the 
state of affairs on the battlefield; 
the ruling powers can ovem i 
military's wishes. If escalation is 
permitted, the player is allocated a 
certain number of warheads and 
may choose where to drop them 
(not a difficult decision, as it Is easy 
to examine the opponents s units 
as thoroughly as your own). 
Unsurprisingly, the warhead 
annihilates everything In the hex, 
and turns it into a blackened radia- 
tion zone which takes up more 
movemeni points to enter thereaf- 
ter. But, for some reason, the 
designers saw fit not to incorpo- 
rate this interesting feature into the 
one player game. 

The rulebook is perfectly 
adequate, Describing the 
sequence of play in order and giv- 
ing charts of terrain effects. It also 
makes dear what is a maxmum 
level Of supply and strength end 
the like, something too many 
games are inclined lo leave to the 
player's imagination ft Is well -pro- 
duced in pea's usual commends- 
ble style. I have already received 
letters from people who have 
bought this game and enjoyed it. 
but to be honest I can't recom- 
mend rt to anyone who doesn't 
have a hot of patience and toler- 
ance enough to ignore the shoddy, 
ragged programming. This game 
is dull , unwieldy and dry . and it cer- 
tainty doesn't work for me 

PRESENTATION 30% 

The reasonablftpackaging is Over- 
shadowed by the excruciating 
slowness of the computer's action 
phase 

RULES 75% 

Effective scene- sett cng arid 
above- average rule description 

PLAYABILITY 49% 

The player's movement phase is 
efficient . the computer's is diabol- 
ical and Hkefy to provoke a puled 
pk*g 

AUTHENTICITY 60% 

The scenario is credible and the 
large scale mechanised anonym- 
ity of modem warfare is simulated 
by default 

OPPONENT 50% 
Aggressive but unintelligent 

VALUE 45% 

If this game does appeal to you 
then there seems to be hours of 
play (and waiting) in rt. but €12.95 
is a tot to pay lor something you 

may dislike 

GRAPHICS 40% 

Clear enough .but very, very 

dull 

OVERALL 42% 

Limited appeal in every 




TOBRUK 



Producer: PSS 
Retail Price; £9.95 

The Clash Of Armour « the subtrtle 
ol ihis laiesi game from the admir- 
alty prolific ph. and we're in tin? 
desert once more; a locality 



increasingly familiar to wargam- 
era. But there's no need !o worry 
about getting sand in your boots 
playing Tobnjk, because, as the 
packagi ng suggests, tanfcs are the 
main fighting units in this cam- 
paign 



Tobmk is a medium -range 
simulation ol Rommel's attempt lo 
break through a vast minefn>i 
by the Aides in North Africa 
between Gazala and Btr Hacnielm 
to defend Tobruk, a key Mediterra- 
nean supply point. By medium- 
range I mean that it doesn't 
recreate a single battle, nor does it 
present the player with a long-term 
extended campaign. The action 
covers a little over a month, start- 



liNIS : 
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<ng on May 26th 1942. and combat 
is resolved in a single turn, The 
aim. when playing against the 
computer - as the Axis aide, for 
you do not have a choice - is to 
capture as many of the Allied 
oases as possible. Tobruk, up at 
the lop nght-hand corner, is the 
ultimate goal. 

The main display map is a visu- 
ally uninspiring representation of 
Cyrenaica. with the Gazala Line — 
the Allied minefield - culling the 
desert in half. According Id the 
fulebook the minefield was only 
half-completed ^"en the offen- 
sive began, and it rs presumably 
because of this that there is a way 
round the bottom of the line The 
Axis troops begin the game on 
their side of the line, and all the 
oasis targets - and the Allied 
forces - are on the other. Identifi- 
cation of every pan of the map is 
easy, because a Com Box. similar 
to that m Battle of Britain, can be 
moved over any feature, whether 
unit or landscape, for an instant 
report- There are few features on 
the map anyway It is sand, sand 
everywhere. 

Enemy units can be examined 
by use of the Com Box just as eas- 
ily as friendly units, and the defen- 
sive strength of oases is displayed 
too. The system is smooth I o oper- 
ate, easy to understand, and 
unambiguous. Data given on units 
includes their strength in terms of 
supply of infantry, provisions and 
artillery, and the number of moves 
the unit can make thai turn 

There are two turns a day, pre- 
dictably divided into Movement 
;ombai Phases: a Supply 
Phase and a Command Phase 
occur every second turn, at the 
end of the day. Units can be 
moved al the player's leisure by 
means of tha Com Bo*, in a way 
which is again identical to the Sat- 
tte of Bntam system. Units do not 
have the Option Of Committing 
suicide by passing over the 
minefield, unfortunately it's 
treated as an impassable obsta- 
cle Entering en enemy zona Of 
control (for the relatively unin- 
itiated, that means the squares 
immediately surrounding the 
f unit) arrests movement, 
though combat is not inevitable. 

The Com Bo* doesn't let you 
plot out a movement further than 
the movement allowance of a unit, 
which I found a useful restriction 
and reminder. Movement orders 
are executed immediately,, some- 
thing else which helps in organis- 
ing forces. When all units have 
been moved, pressing the space 
bar moves the game onto the com- 
bat phase. In this phase, unusu- 
ally , combat is an opt ion which has 
to be selected And here, unless 
you've turned the thing ofl in (he 
si art -up menu, we h it the infamous 
puToken Arcade Sequence, 

I gave my yews on mis m my 
Baffle of Bntam review in my first 
column In Boffte of Bntam, which 
i* a fast- moving, real-hme game, 
The distinctly tacky arcade 
sequence did no! seem impossibly 
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out of place. In the middle of this 
traditional cardboard -counters 
strategy wargame. wh+ch has. no 
other element of moving action, 
this sequence clashes stylistically 
on every level. As might be 
imagined, you are put m charge of 
a tank. As Is not so self-evident, 
you are presented with an icon- 
menu of tank functions; the gun 
turret, shell loading and finng and 
navigation. 

To turn I he tank round you have 
to select the navigation mode, end 
trundle the vehicle about defence- 
less while being fired upon, then 
switch hurriedly to the gun turret 
to fire back without being able to 
move I found I was |ust able to 
pick tanks off by firing sheas at 
them, because the shell- firing 
mode allows some mobility. The 
whole thing is stunningly badly 
designed and unplayable. It has 
quite an attractive on-screen 
appearance, in contrast to the 



moving units through quickly 
Ground Strike allows Ihe choice of 
one bombing target, which may or 
may not have moved by the unve 
the order is executed. 

The mstrucllon booklet is neatly 
printed and entirely adequate, 
providing a short but informative 
summary of the historical situation 
and guiding the player briskly 
through ihe mechanics of the 
game. There ia, however, a lack of 
obviousness in the layout which 
makes particular things difficult to 
find afterwards, but there are lists 
of the units and their properties, 
command points and their 
strengths, and the obligatory bib- 
liography to show thai the 
designer has done his research. 

Tobfuk is easy to pick up. quick 
to play, and devoid of long-term 
interest There are no skill levels, 
which is a senous omission, and 
on my fkst bungling attempt, when 
I was lust trying to pick up the rules 




main body of the game, and bears 
all the hallmarks - though I don't 
know the Inside story - of quite 
separate authorship, fobnjk toads 
with the arcade sequence de- 
selected, end I would advise you 
leave it like that. 

Unless you're trying the arcade 
sequence, combat is resolved 
speedily and simultaneously and 
retreats and surrenders reported 
Units always Seem to surrender, 
you aren't given the satisfaction of 
a division completely obliterated' 
report. The supply phase follows, 
and the player is asked to deckle 
which units will receive the limited 
resources available. The impor- 
tance Of Supply in a desert war is 
emphasised by the (act thai the 
Axis forces have to trundle their 
mobile supply bases after their 
forces, and protect them from Ihe 
enemy This factor adds a lot of 
interest to the gameplay, because 
if both of the supply dumps are 
destroyed - and they are 
extremely vulnerable - the Axis 
side automatically loses. 

The command phase moves 
onto another screen, where 
strategic disposition of resource 
pomts i& decided. Pools can be 
put into things like AFV (armoured 
fighting vehicle) recovery to 
minimise tosses after battle, and, 
importantly, mio ground strikes 
and mine laying or lifting. Putting a 
sufficient number of pomts into 
mine lifting allows the Axis side to 
make a neat break in the Gazala 
Line, to get some of the slower- 
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and wasn't sure exactly what I was 
doing until a couple of turns in, I 
won. The game has a btt of a hook 
m its very smoothness and 
simplicity of objective, but despite 
the strategic trimmings oi the 
command phase, there's nothing 
in it to satisfy for more than an 
afternoon 



PRESENTATION 80% 

The game runs smoothly and with- 
out interruption, unless you count 
the arcade sequence 

RULES 70% 

Adequate - rather unatmosphenc 

PLAYABILITY 70% 

Mildly attractive in ihe short term, 
and very easy to start playing 

AUTHENTICITY 69% 

Lacking in that elusive quality, 
atmosphere 

OPPONENT 60% 

They need to be woken up, and 
even then they do very 
little 

VALUE FOR MONEY 55% 

wuh no skin levels you get little 
m t toag e for your money 

GRAPHICS 69% 

Uninspiring. The arcade graphics 
are better 

OVERALL 65% 

Not a bad game, but not particu- 
larly interesting either. 



NTLINE 
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FORUM 

I've been overwhelmed by the volume of mail I've 
received this month. Keep the letters coming! I'm only 
sorry that severe lack of space allows me to print only 
two or three. The non-appearance of 'Briefing' last 
month was entirely my fault; my reviews were too long, 
and the powers that be at CRASH Towers obliterated 
it. I'll try to make sure it doesn't happen again! Many 
thanks to several people who wrote with instructions 
lor Chaos, I'll be passing them on. 




I've had a lot of tip* In this 
month's mail for various games, 
including some from Andrew 
Be/ant of Cr ought on for a gam* 
call* if Just imagine which I 
thought nobody but myself had 
ever played and enjoyed! 
Andrew advises pricing alt 
g ernes at £15,00 end buying the 
mos! expensive packaging and 

artisi. Later on, not to take the 
pirates to court but to Join the 
ant l- pirate movement, end to 
give CRASH a sneak preview of 
mega -hits. 

Paul Gregory of Portsmouth 
and Veronica Leung, who does 
not send an address, have sem in 
advice for playing Swords ot 

> 

natter to buy wizards with 
starts 

Surround you' wizards 
heaviryarmed troops, allowing 
space for them to shoo: 
and attack the demons with them 
at long range. 

the village Scenario pack 



Inside the house ( o create a 
bottleneck; the opposing warriors 
rTOund the buiidmg but they 
will only be able to attack the entr- 
ance one at a time and ihe wizards 
can lire at will while they tackle 
your warriors. Eventua 
demon will join the tighl. and he 
can be picked off 

In the Forest Scenario arm most 
of your side with spears. Wizards 
cannot be used effectively 
because of the large number of 
obstacles 

Finally a telex has arrived from 
Church.li io all hackers 
GENT . STOP SEND 

POKES TO STOP CRIPPLING 
LOSSES ARMOURED 

BRIGADES WHILE MOVING OR 
TRAVELLING STC 

'.ILL ALLOW ALUF 
TAKE OFFENSIVE AGAINST 
WELL DUG IN AXIS FORCE 
' My knowledge of BASIC stops at 
LOAD " " . Are there any enthusia 
tic hackers oui there w« 
a go at Des&fi Rats and nsip K J 
Care of Birmingham? 






SOFTWARE 
CLASSIFIED 

Dear Ptuiippa, 

I'm pleased to see that the new 
broom intends to begin her dean 
sweep by examining the relation- 
ship between 'strategy' and other 
software classifications, 

At the mast popular extreme are 
arcade type' games, demanding 
hot reflexes and quick thinking. 
The action is fast and furious with 
little in the way of overall plan - eg 
Uxfowu Xevtous and Lighfforce. 

Change the player into a charac- 
ter within various aimosphgnc 
scenarios and one has the making 
ot an 'adventure/ Here, Ihe attri- 
butes of different localities involve 
the player in the hunl for clues to 
solve puzzles and sub-plots - red 
hemngs typically abound. White 
an overall plan may be helpful. Hi is 
usually only incidental to the 
enjoyment involved in the game. 
The reel "winner' is the player who 
roams the author's world, rather 
than seeking to solve or complete 
the game (eg. Lord of the flings, 
Buasy and M&ytefhj- 

Punsts demand that a strategy 
game should have a definite 
objective, requiring the player to 
formulate short-term tactics and 
plans, ft requires time for reflection 
and planning, usually involving 
game turns to break the game 
down into manageable sections. 
The explicit accompanying rules 
and guidelines should allow for a 
certain amount of logic and pre- 



dictability, requiring the player to 
call upon great depth at thought 
as \r\Atnhem. Desert Rate and VtA- 
can, 

Although my personal favour 
ites are pure strategy games, 
some deviations do provide an 
entertaining nm, Lords of Mid- 
night cleverly brought together 
aspects of both adveniure and 
strategy in a unique manner. 
Rebstsfar is an excellent mix of 
arcade and strategy, combining 
the best parts of both classifica- 
tions. Here, the player has plenty 
of time 10 study Ns moves, but 
when the action starls it is fast and 
very graphic - a winning combina- 
tion, if only the gamepiay of 
ftedeterar could be applied in a dif- 
ferent wargame scenario (lor 
example, cavalry guarding a small 
laager of wagon trains against 
attacking Indians, or perhaps the 
defending a fori m the Zulu 
wars. . . ) 

Unfodunateh/. pure strategy 
games tend to appeal only to a 
minority. Perhaps the clever mix of 
strategy and other classifications 
is Important if wider appeal is to be 
established and the genre kept 
alive, 

Mr F D Beilby, Doncaster 

Aj) successful games have some 
strategy m them, as you can see 
when you examine even the most 
mindless of lembty addtettve 
games. As a pretentious Enoksh 
student I'm heavily info dWWng 
genres, and I'll be talking mom 
about thts next month* 

Pi 



STRA TEGY OR ADVENTURE 



Dear Philippe. 

My interest in strategy and war- 
gaming game began with Lords ot 
M'dnight* an adventure game 
which contained a considerable 
amount of strategy. Despite the 
fact thai it was the adventure part 
that attracted me to it, I found the 
strategy route much more enter- 
taining. 

There is a very subtle blend 
between strategy and adventure in 
my opinion: for, in an adventure, 
an Intelligent strategy is needed. A 
strategy game is a complicated 
adventure on a larger scale, with 
more possibilities and even- 
tualities. 

I think the blend between fan- 
tasy strategy is even greater, as 
they both usually centre around a 
quest (good and evil), and an indi- 
vidual as opposed to an army (the 
fmai point is not as strong as the 
rest, but the three principle fantasy 
games. Lord, Doomdatk and 
Swords of Sane are individuals' 



I must agree with Ally Hume 
about a strategy game creator, bul 
I do see your point about weaken- 
ing Ihe market. Although some 
excellent games may be produc- 
ed, I think there could be many duff 
ones produced. 

I would also like to congratulate 
you on your excellent Column. Vou 
have already equalled, and maybe 
even surpassed. Angus and Sean. 
Duncan Maclean, Newcastle 
PS I was wondenng about pur- 



chasing cos's Vulcan and lotmco- 
mm s Death in Russia Are either 
of these worth buying, or can you 
suggest better? 

Vulcan is certainty worth buying, 
but I'm afraid t don't know any- 
thing about Death >n Russia' I think 
that Lords of Midnight is nothing 
mora than a cardboard-counters 
wargame with pretty ptctures. not 
an adventure at aft* I'm surprised 
how tew people have realised that' 
tt's a work of art though a 
classic ot computer software 

Pt 




Duncan sort me this pietum of wtwl he 
BWiki l dm* Wu In my Mm tin . . . 
■t t (tope ItWy don't fas IN* In Oxford 



WAR GAMES % 






Historical simulation of Gettysburg and Chickamauga with 
high degree of computer intelligence allowing game to tie 
played at strategic and tactical levels over a scrolling map 
with hidden movement, for i player. Price £$,95, 



Fast interactive game simulating battle ol U lunch in 1879 
on Side 1 and a what if battle ol Umiaieji on Side 2 
Scroll) rig map over varied terrain, for i player. 
Price £8 95. 



AVAILABLE MAIL ORDER -48HR. DELIVERY -FROM 

Cases Computer Simulations Ltd., 14 Langton Way, London 5E3 7TL. 

Strategy Games. They're no pushover. 
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by Rosetta McLeod 



BUSINESS IN THE 
CLASSROOM 



CAlcicowntTTn simulations have 
produced 8 range ol educational 
software programs covering a 
variety of subject disciplines, 
including minority " subjects such 
as agriculture ?nd pof meat studies. 
The programs follow a set formal 
involving assimilating a wealth ol 
information, and using it lo make 
correct decisions at critical 
rrioments. Retevant information «s 
presented in a variety of ways- bar 
charts, histograms and maps are 
used to very good effect, and 
maintain me players' interest 
throughout. Different levels of diffi- 
culty are also offered, and the 
games can be used by one player 
at a time or by small groups wont- 
ing in competition. 

Aimed at older pupils and col 
lege/uruvecsiTy students, these 



jtuahons. providing tni* 
user with valuable practice m the 
application of thaw acquired 
knowledge Schools and Colleges 
are placing more and more 
emphastS on the importance Of 
information skills, and cess range 



fills a gap m the marvel - there are 
very few educational programs 
available tor college students, and 
fewer St ill for v 

The programs are all for Ihe 46K 
Spectrum and cost C5 95 
They can be obtained from; cases 
compute humulmtoms. 14 Langton 
Way, London S£3 7TL 



AIRLINE 

-.your ambition to be the chair- 
man of a large company, now is 
your chance to assess your poten • 
liai In this simulation, you adopt 
the role of chairman of L-Aw, an 
airline which starts up business 
with O m*ion You have 7 years 
to increase your net assets to the 
£30 million necessary to takeover 
British Airways 1 You have to 
decide on the number of aircraft to 
operate, whether (o buy or charier, 
the level of staffing and mainte- 
nance necessary, vie duration of 
fuel contracts and when to repay 
loans 

Problems encountered include 

tax demands, increases «n fuel 

costs, and toss of revenue result - 

i ing from cancelled flights, strikes, 
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hi|ack s. air crashes and sabotage 

The information is presented 
through histograms, bar charts 
and graphics. The first Chart dis- 
played is a bar chart showing a 
forecast of the passenger paytoad 
for each level ol activity. Usi' 
informal ion, the player must 
decide on the best aircraft to use. 
and then totalise his choices after 
looking at the level of revenue 
expected . When th«s is above nor- 
mal, it may be cheaper to borrow 
money and buy aircraft instead of 
chartering 
The market rate for each 000 
j million, and when aircraft 
are purchased for more than ihis 
amount, the additional cost is 
debited against the capital 
reserves, thus reducing 
assets- Crew costs are fined at 



each aircraft. Results of trading 
are shown m the form of prci * 
loss accounts and balance sheets 
The graphics are excellent, and 
the player's interest is maintained 
ttaoughout by the constantly 



even read Financial Times reports 
and receive Telex messages. If 
you succeed «n reaching the target 
of C30 million, then perhaps 
Richar a Branson may ha ve a nvai* 



E«SY te.E.c. support Grant) 
POSSIBLE (R Dorset rmrm) 
difficult (R Scottish F»r»i 

MflRDCUithdrawai free e,E.Ct 
IMPOSSIBLE • (No iaport 
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CROPPER 

Aimed at students of Geography 
or Aa Com Cropper is a 

Simulation of a commercial wheat 



resources of £50. 
nch arable land, a tractor and iwo 
farm workers Me must the' 
up his assets to £250.000. 
The menu allows the user to call 




i xmaiion of differer.l types 
the weather forecast shows the 
likely rainfall and average temper - 
ature for each month, but - as '"" 

ither reports - Ihts car 
be relied upon totally; the er 
status histogram shows the stage 
of growth that the crops have 



been used; a farm map. s 
the cultivated areas, must be r. 
red to before decisions to plant ■ 
made; and the cash account 
shows the monthly expen 
and receipts. AM m all, a wealth of 
information must be accer 
before the player decides to . 
"faction 
^ report * shown at the 
each month, detailing the t 
ol the decisions taken Urrfor 
problems arise from lime to li 
including such disasters a 
damage, rats eating the seed com , 
and even the dreaded lire. The 
accompanying notes include 
some useful hints players era fcoW 
for instance, that crops need an 
optimum level of water each 
month, and that fertilising two 
month old crops doubles the yield. 
The program contains five levets 
of difficulty, providing students 
■ very realistic and com- 
prehensive simulation, ri certainly 
drives home the poml Ibzi farming 
is a highly technical and special- 
ised industry' Com Cropper « cur. 
rently used for the secondary 
school Geography syllabus and m 
Agricultural Colleges Amazingly 
enough, a French version is also 
a wafla cW 
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E5CIPTION 



ESTIMRTE 



HRS 



RINT PREP 

FFSET l" 7 

INI5MING 1© 

TYPE UHT gE^f^*, 
QURNT1TY 96 RER-MS 

TOTAL 



119 



864- 



1098 



SALES 



n r 



40$ 



see 



PERIOD : 
Pre* ft «fit«r 



OLIGOPOLY 

According to my dictionary, 
oligopoly means' a market 
non In which control over th* 
pry 01 a commodity «s hold by a 
smart number of producers, each 
ol whom is able 1 influence prices 
and thus directly affect ma posi- 
tion ol competitor ■ 

This game is a management 
emulation for one to six players, 
and the obreciiva 1$ for each par- 



competitors The 
computer gives each player a bal- 
ance sheet for the year, generates 
a forecast lor demand and costs, 
and letts each manager abu 
capita! goods industry 

Using the computer's informa- 
tion on pnce. production, market 
ing, research and developmenl. 
new equipment and dividends, the 
managers ha veto make deerskins. 
When each has done so. the com 
outer compares Ihesa and dis- 
'nys two reports for all firms 



includes the option of using a 
pnnler for annual reports, fore- 
casts and newsflashes. 

A bar chart compares the share 
values for each firm, and a pie 
chart shows each firm's share of 
the market Occasionally news of 
imports, overtime and changes in 



taxes may be flashed up on 
screen, and (his new information 
may make it necessary 10 alter 
decisions. 

A duration ol between 2 and SO 
years is selected before play 
begins, and 3 useful feature is that 
even if a game were to be played 
iwice with exactly the same deci- 
sions, the results would be likety to 
differ as the computer generates 
random factors, f ateo like the way 
■n which shareholders demands 
have to be taken mfo considera- 



much of therr profits to share with 
them 1 If you thmk you have entrep- 
reneurial skills, try them out with 
Qtgapoty 



PRINT SHOP 

A simulation aimed at Business 
Studies students. Pnnt Shop 
covers a period of 12 weeks m 
which the student becomes sole 



businessman is asked to make 
judgements on the following: the 
number and category of staff to 
employ; the amount and type of 
paper to purchase, the quotation 
for each |ob and the scheduling ol 
work in an optimum week The 
objective is to produce a net proM 



of over £4,000 m the first three 
months ol trading, making deci- 
sions based on the weekly trading 
accounts, profit and loss, and bal- 
ance sheets 

A great many factors must be 
taken into account when, for 
example, hiring staff. A supervisor 
must be employed for every five 
production staff, and new prem- 
ises are required (at double the 
rent) when this number rises 10 ten 
It has to be remembered thai addi- 
tional staff will be needed when 
orders start to increase, but as ri 
three w new 

employees, production will not 
increase immediately It may 
therefore be necessary to contract 
out certain robs. 

<;ularty good simu- 
lation h students have to 
1 largo number of decisions 
after having assessed a wealth ol 
information The information is 
presented clearly both on the 
screen and in the brief accom- 
ing notes There are three 
levefs ol difficulty, but I'm afraid I 
wasn'i even successful at the 
easiest of these - to be honest. I 
cur losses. * 
i d in the net a com- 
ing negative. The banker forec- 
losed and (he business ceased' 

Print Shop Certainty tests your 
business acumen to the tut, and 
creates a feeling ol true involve- 
ment m the world of commerce 
An enjoyable and challenging pro- 
gram 



SUPERPOWER 

Superpower is a strategy game 
showing the superpowers' influ- 
ence over Third World countries, 
and is intended 10 supplement a 
Political Studies course. Each 
player runs the intelligence agency 
of a major work) pow 

Jim of protecting his 
power's assets in a continent of 
developing countries. 

Ai the beginning, each piayer 
has assets m the rone Third World 
countries, and each is struggling 
to achieve the highest rate of profit 
growth This might be brought 
about by peaceful strategies such 
as building a defensive alliance 



iViL? Ifl.iB^.H*. I- 1 >**.*» 'Ill' 



more aggressive means sl 
encouraging nations to natio 

1 1 S assets. A vart&r 
mation 15 available; a report on any 
country shows lis stability, wealth, 
foreign relations and governm e nt 
spending, a comparison can be 
obtained between nationsin terms 
of industry, debt and government 
spending, or a study can be made 
uperpowers' assets table 
This information should help the 
player to make decisions, includ- 
ing what to do about investment. 






Annual budgets must be 

adhered to. and the players must 
therefore indulge m a variety of 
strategies, either ro maximise the 
growth rate of their own country or 
to minimise that of the others. A 
player might, for example, find 
twnseff weighing up the argu- 



ments and counter -arguments lor 
persuading a friendly naiion to 
spend more on welfare. While (he 
might reduce expenditure on the 
hated police force. it could mean 
that ihe country rs left unprotected 
from coup or assassination 
attempts. 

A detailed understanding of 
political theory is a pre-recj 
for the successful tackling of this 
program, but 11 is useful in extend- 
ing a student s depth of under- 
standing 



MANAGE 

i an interactive manag e ment 
game for two players which can be 
used to supplement a Business 
Studies curriculum Attemaltvety. 
it could have a pan to ptay m man- 
agement training and economic 
studies. The aim is to teach the 
users, by placing them in a role- 
playing situation; about the s 
cance of pricing policy ana ihe 
correct allocations of cash 

Participants begin with £7.601 
in cash, and 71 units of stock val- 
ued ai £35.35 each They must 
then make decisions covering the 
price of goods, marketing expen- 
diture, production/research costs 
and plan! additions. The results of 
trading are shown by statements 
and by a lme graph of orders and 
Mies 

An excellent feature rs that the 
players' decisions interact with 
other, leading to a strong ele- 
ment of competition It's interest* 
mg that players are forced lo make 
immediate decisions, white always 
bearing in mind the long-term 
objectives for improving ihe per- 
formance of the company 

Although no detailed financial 
knowledge is require 
assumed mat players wiH be able 
lo assimilate the fairly detailed 
information supplied. The game 
may be played with or without a 
printer, but if one is used, the 
results are not displayed on the 
screen, thus ensuring the con- 
fidentiality Of information and 
making things more difficult for an 
opponent! 

The instructions are clearly 
explained on the mfay. and as this 
game does not depend on luck, 
the winner can be sure that it is his 
knowfedgeand acumen whicn has 
rnade hart successful' 



COMMENTS 



Control keys: ctearty explained 
and kept as simple as possible 
Keyboard play: very good 



i*i* lOiiin-iaj rr<" . 1 1 l - . x« 1 ■ « 1 : » j 



and tables m most programs. . . 
graphics in Airline are particularly 
good 

Useof Colour: hm<ted 
General rating: interesting and 
reaistic simulations of different 
business situations, useful lor 
ervcouraging the users fohanolea 
wealth ol different information 
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Winners rer p rizes 



FANATICAL FIREBIRD 



were offering all their 
Stiver Range in Issue 36 10 one 
winner, and lor once it's a girl 
Mitt G Hinton from Staffs. WS12 
4BP. That's a tot of playing you've 
got there 1 200 runners up each 
receive a copy of The Holm. Take 
a deep breath and gel out your 
magntiiytng glasses' 



4 »OW 



J O faNM. W TOTii WHtM flunmll 
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ADRIAN MOLE - MEW 
COMPS MINION 

whcim qaucs were looking for a 
new Comps Minion in Issue 38 the 
winner to receive a Sony 
Walkman. The lucky Adrian Molo 
Diarist is Simon Lippmann from 
Bedfordstnire. MK44 ipg. Three 
further winners each receive a 
copy ol 77ie Growrng Pains ot 
Action Mole (the booh), autog- 
raphed by Sue Townsend And 
they go to Stephen Ward, Co 
Clare. Eire, Pftul Hampson Bed$. 
LLM 9GH and Gavin Williams 



larefseyside. LG3 2HG. 25 njnners 
up each receive a copy of me 
game. 



Annan, Landau, WIS.. Ml r ri l M l PW^Il 
a*raV Kan*. C T j Mtfc ritcnaid janaa. HpM.Ni 
irlx,LMatMA. unea. rami TQf A«oWa- ca ja tw aa, 

Cwvraav. C¥T1al» ArlMBITCha^afcl, »H«n*a^id. 

0*33 uu, faaar Ci M n a . M i nin i lr. Lu **X 
m — MCarMH.Laiii . L»i4amj, M Hin Oapftat 
OhaihU XM. W ayfar AnaaV Cui i m i, CM 

TfcP. D>*"}*fTaWpTa OffMMyaL PMnn ] 

QU» MX, 
^ • V«#a« AM* b«l CMan. OalJ Uf 

■f»ii r ti imi m aaiin a 

MMA.a>T4AT,al.i. . ii rHM w > ,a J ^ t ,LMt»lra..f»d 





Tl a aiMV Lfaarpoal. LtJ 4AO. LmH. Ohnatuph* 
and Dawd lartaK. I 



uaa, t»» ijO. 
Ml? r«Yl faid -•«**» M Mwa H 
wy^ j p m i ^ j rpa iu iiL C aa *. Wtt il a i * . ftlt 4bt 

f>aar,, Tfri a and WW, H|1« 

^■BV^BTaaB^BrMaJ #■* ' ~t 



SHORT CIRCUIT 

Also in issue 30, occur offered 50 
copies of Shorr Circuit. And the 
winners were: 

ThMMMMfu A lOODLiMnn, fa* 
M CHraan. IXB LMMM, fw 



- - - Caaon. Mnflri Daaan, 
fJOl mu. andrpa Mw, fMrMlu MRU OJB 

arO T tlD. CrMa l,l^.n, Mr MabT I 
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ADVENTURE CHART WRITE-IN COUPON 



My top five programs are: 



Pleas© use block capitals and write clearly* 
Address 



poslcode 



Send your coupon to CRASH ADVENTURE TRAIL. PO 80X 10 t 
LUDLOW, SHROPSHIRE SV8 IDS 



TITLE 


VOTE OUT OF TEN 


1 


j 


2 




3 


4 




5 









CRASH HOTLINE WRITE IN COUPON My lopftve favourite programs m descending order 
Please use block capitals and write clearly' 



are 



Address 



I Name 
I 
I 
I 

I 

I Postcode 
I 

| TSHIRTSEE , 

j Send your coupon lo CRASH HOTLINE, PO BOX 10. 
I LUDLOW, SHROPSHIRE SYS 1DB 
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TITLE 



PRODUCER 



aaaaiiaaa 







I 
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MICRO-MAINTENANCE LIMITED 



EUROPE'S LEADING 

COMPUTER REPAIR CENTRE 



TELEPHONE (0216) 66266 TRADE ENQUIRES (0216) 62677 TELEX 858199 Venan G 





FULLY COMPUTERISED TEST 
AND PROCESSING PROCEDURES 



Auiomsne tm equipment v used b aaatst tn ihe repair of all 
snfoa. computer product* Many of (beat ram been deagned 
and twolt by Vemn and subsequently so*d throughout the world 
ths advanced Technology allows us to cOer our repair wrvraajt 
iwif bottom prices to aU out customers. Mo one can malch us tn 
performance and pnw 

^utaahMd rehabiluy is one at Ihe most itnpMtarii points in 
saiaelecboticfitoarx^ repair wmco rfip ui et Vteraptoudto 
Ptocu BX MONTI ODJUJUfRE. Wiifunthe fiat three months 
m wdt repair an? umli ntEE. Prom three to w month* only biff 
fit quoted mde prate woukl be charged if your computer 
de wk iped j tauit 

to record Oh aia receipt and despatch of your computer we 
am invested tn Oh not advanced computet system awlatoJe 
Each customer wit v lowed and checked before return Whilst 
fcur oonputof si tn our r— >— *»» or is rj awn to you. our 
mace provides oomprehenBV* owa? 

To be assured that the mmem you gel a the ba n availab le - 
ara Vvrran We always remember n»i OVAUTT B rlL'VEM AM 
feCODEHT. FT S JLLWXTI TsTX REXOU OF INTELLIGENT 
DTOIT. 

SOAK RACK TESTING .: -ctsyour computet to a rigorous 
Ttw at tears over a penod of batwe an Z-8 hours Stringent quality 
procedures Uke the smJc racir ensure the high standard of service 
cur customers have come to expect. 



UNBEATABLE DISCOUNT 
ON ALL COMPONENTS 

Over £500,000 worth of components currently in slock 

Unfonunitely we are unable to display our complete 

nnge , if you require items not displayed just give us a call 

on 0276-06286 and w» will be pleated to quote including 

delivery by cm due peel. 



SPECTRUM SPARES 


COMMODORE 5PAJ 


KES 


aocpu 


250 


SSWheceaear 


1200 


UW6COTI 


7.00 


6S36C1A 


IZfX) 


fc*lH Bttf I - 


6 SO 


eaistdchjp 


1600 


| M 


100 


901229 Graphic ROM 


1000 


(QBRAME 


75 


90I23S Bene ROM 


1000 


JBKM 


W 


SOUBTKernalROM 


13 » 




40 


606114 House Keeper 


HAG 


tty board HecntMai 




eaee-vic 


t&OD 


Spectrum 


100 


4164RAMS- Memory 


100 


Spectrum Plus 


BOO 


Fgaret Sweei 




ktartTttsf mm 


300 


064 


to so 


fcaftoardMaa 


Z 00 


cm 


1500 


Allheaboi»pnc»mdudeVAlbatpleeaeendoeaarur(t 


post and packing on 


Va ^AMIftHNftHH OTiaraHV 





OVER 3500 PRODUCTS 
REPAIRED EACH DAY... 

At our Head Office in Camberley. Surrey, we provide repair 
facilities for leading companies such as Amstrad pic, 
Commodore Business Machines, Sinclair Research, Rank 
Xerox, Dixons, Cunys, Boots, WH Smiths, John Menaaes and 
many more. Now we are going to offer you the consumer 
high quality repair services at TRADE PRICES. 

In the UK we employ 200 staff to fulfil our customers re- 
quirements in a quick and efficient manner Factory space 
of 32.000sq.ft. and offices in Switzerland and Germany now 
make us the largest and most advanced computer repair 
centre in Europe. Your computer and software is worth hun- 
dreds of pounds - send it to Verran and you will undoub- 
tedly receive the best service available. 

nUNTiiSTIC LOW PRICES 

ON ALL LEADING COMPUTERS 



SpecSTE 




Corarakre 
N 




MM 


Trade 




Trade 




Trade 


Price 




Price 




Pnc* 


':'■-; *y- 




24 00 




30 n 


NOW 




NOW 




NOW 


£5 OFT 




£5 OFT 




£5 OFT 


14.95 


1 


L 19-M J 




L 25.00 1 




Jo obtxki a quotation on miry ernes product put rail (021 f) 6$26$ 

qvoting the arive/tisemenf reference number 

(See bottom tmlt) 

TO OBTAIN THE REST REPAIR SERVICE KV7UJJU1E JUST rOLLOWTIEiXniPl 
1 S+ni ftxii eatpiMM momtt pacta!, *ea*nf*romi in ch*4u«. pmh) wtht {stad* 

[MyiHatn'i'lfnaHhTn Miafciiiwi 1 1tl) t rprii pirr fl r r— i nr lirrhjrunt rtitM 
1 Qsqsttw* tp*nMlolju twt mm i r * tmdb*t Dmiitr*o " it* bonomc4tfae aJiai Ut uw W lar 
r»fraCODBOOtnrronltHtrHl*pnc«a 

l£TlTK«C»l OW OKTOMEB 

7n*If]r •* / emm warn tad Umak you ht tfi» UCflkW MTVW* / mcMv^d ■ 

"Taoiaxemel^dWv'aBdantf wkrave ft Efaana; ^wsrd- fcr fta oiacltiDdi 




erran 



MICRO-MAINTEHANCE UN: 



UNIT 2H & 2J ALBANY PARR FRIMLEY ROAD 
CAMBERLEY SURREY GU 15 2PL 



.QlAMfyJ, 



y AND lg 

AMSTRAD 





ftW^MfA, 



APPROVED BY 



COMMODORE 




ENCE - CRA 047 



□ TECH n 

□ NICHE a 

THEADVANCED 

OCP ART STUDIO 



print I File Ifittrs. 



UindOWS [ FILL ] Mac 



Our resident artecrrrnst FRANCO FREY, takes pattette 
and mouse in hand to assess the potential for this 
updated utility which veill cost you £24 95 




Back in 1985 oxford computer 
fubushnoltd brought the flair 
of Macintosh into the Spectrum 
world by ralaaaing Aitstucfo. Nobody 
really thought it possible to create an 
>con-a*Klrnou5»-drivwi drawing ut*ty 
sprouting pul down menus an over the 
screen, end yet pfogramrnef James 
Hutcnby (ltd just thai, and brought Ihe 
new working technique to the Spec* 
(rum 

Sadly, the program s success didn't 
save the tetrronajfy .11 oca. and 
Arfsfuctoand its derivatives is mar- 
keted by huiaaa They're doing a 
gcKHJ Job of too. and are no^ releasing 
,in MMnoad version Incongruously 
called The Advanced OCP ArtStudv 
(TAGAS tor Short}. Contrary to befiftf. 
th* does not require a major house 
extension to accommodate it, but to 
savour ail the advanced features, it « 
necessary 10 own an Interface One 
and Microdrive (cassette-based own- 
ers swi get some benefits). 

The ongwsf Artstudo was reviewed 
donkeys years ago, but to refresh 
readers' mamones, the Features 
Tabia should be indfcafive otthaohg- 



Fit t nbijlcs. 



-:.ii t power 

Cramming more features into the 
advanced version didn't email 
•queezng more memory out of the 

48K but the asking of Spectrum own- 
ers to upgrade to the W machine. 
This can be either ihe ok) SmcJatr Mack 
1 28K or ihe new Aian Sugar gray 
Spectrum 128 i 2. Having bought an 
extension lead To conned the inter 
face One to the Plus Two |i 
tight squeeze . . ), the kwdrng 
instructions read like a Totstor novel, 
« i sooner the program is trans- 
ferred onto Microdrive me better 
All the fadhiies of Arts* u&q are 
available on the advanced version with 
the addition of the ZX Microdrive con- 
trols. Iwng facilities f« user -defined 

F I Pattern* and PaW Bu^nc- Ram- 
dtsk and ScrapbooKptosan extra 'arc ' 
Shape in the SHAPES menu. 



THE RAMDISK 

TApAS uses part of the computer's 
extra memory as RarncJsk, which 
behaves just like a normeJ random 
access mass storage device. Res ana 
saved in it by name and can be 
catalogued, loaded, saved, merged 
and erased in a fraction of the bme 
compared to Microdrive? Its only 
problem is Its volatility. Should Ihe 
posM be well ch ad ot" dor i bam 
anyone but yourself. So tor storage 
you have the choice of RamdisJ* and 
cassette, or Ramchsk and a maximum 
of tour JAcrodrtves. The Ramcfek facil- 
ity s available v» Ihe filing options of 

PAJrrr, FOOT EOfTOfi and 
SCRAPBOOK by selecting Ihe M- 
drive option 



im 1 MiSC. I Undo 



1 "Text Shapes 




FILING 

7AOAS maintains a RAM-based 
catalogue of files thai can bedesptayed 
and accessed without the need to read 

l tie cartridge each time Selecting one 
of Ihe above rneniioned Wing options, 
displays a storage command puil- 
down menu. S electing the storage 
device (R,U.3.4) and Catalogue Car- 
tridge, displays the available Nee. The 
required me can oe mgnagmeo ano 
saved, loaded, merged (with the mem- 
ory cortenb^ or erased by selecting 
the correct function box. 

Up to 49 entries can be ecoommo- 
datedm the RAM catalogue. New files 
can be created by the ENTER 
FILENAME option. Ah files are verified 
after saving. Apart horn ft* Screen 
files TAGAScao handlefBae tor User- 
created Textured Fil Pattern*. This Is 
accessed from me FILL menu Pattern 
tiles are automatically saved wfth a 
pat erfensicxi, although this can be 
overridden (these files however wi not 
be cksptayed in the Fid RAM 
ca<sfCQue) 

Similarly TAQAS caters tor user- 
designed brushes under the PAINT 
menu. All files here receive a brs 
extension urtess overridden. This 
leaves the user-designed Text Fonts, 
which are accessed in the FONT 
EDITOR menu. Default extension here 

SCRAPBOOK 

TAQAS provides a tac*ty to create a 
library ol designs which can be saved 
to taps. Mfrodhve or Ramcksk tor 
future use Parts of pictures, logos <y 
special symbols can be lifted horn the 
main screen and stored m the Scrap- 




book lobe later pasted on to arty #onv 
mg screen. Up to 16K of material can 
be stored Access lo Scrapbook is 
ihrough the MtSC menu. 

The Me option enables loading and 
saving of Scrapbooks to and from ihe 
Miaodrives or Rarndrsk The report 
rxtx on ihe nght-hand stoeof the 
screen displays the Scrapbook statis- 
tics (number of items, free memory 
and used memory). Scrolling through 
'.he Scrapbook is achieved by clicking 
(he up and down arrow banes, and 
enables selection o! the conect 
design.lnDrdertobeabletobftadetari 
trom the main screen it's necessary to 
define a window m the WINDOW menu 



FEATURES TABLE 
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ipston. arte. Interface 

roumps- five sues plus grayscale 

► Supports l } Onirics and fts 

► Saw iiml locM , 
*■ ■• • - 

- 
»* 

► UNOOter 
S> Windows can be da* - 

■quashed stretched, tapped and related 
a- SofcdM 
s* "1. 320!** 

► Weftl' 

a ree levels ot magnificat* , ■ i eon , p,m and zoom 

a* Tent rune character um. two directions, sideways, bo»d 

► ' "<fi rotalif Charactof 
capturef. now 

S* Save and 1^ 

► i '""i.iectangk .'J&* and rays 

► .imh' «*xJ aUntc grujpea 
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wtae selecting tr* INSERT option. 
For paste-up fl may be necessary to 
select one of tour perimeter boxes, 
winch provides access to any pan of 

the mam screen edges when dumping 
SorapbooK designs on the main 

screen. Delete can be accomplished 

on a single design or on the whole 

Scrapbook 

SHAPES 

The ARC tuoct»on has been added to 
the SHAPES menu. Th« a a fraciional 
part o( a circle The lifut two po-nts 
define the extremities ol me arc, end 
ms ttwd point defines the curvature. 
although the arc does not necessarily 
infc up to me ifwd pant tor some 
obscure reason 



ftw Advanced OCPAtt Studio « a 
posrtrve extension to Artstodto Ram- 
As* goes a long way to providing a 
4ek<$ke environment to the Spectrum 

t28K and increases the working speed 

enormously The addflion of a Scrap- 
book enables designs to be trans- 
ported without much fuss from one 
scrsen to arwthar end makes tfw user- 
friendly package user-tovtng. Dmitn 
Koveos * responsible for the 123K 
extensions end has done a worthwhile 
addtVOA to Mark Hutchby s ongmal 
program. It makes a desirable prog- 
rim even more desirable 




One* again CHEETAH have 
mad* devastating Inroads 
into tha hi-tech end of the 
music business with their 
latest product, the Midi 
fntorfsco. Jon Bates gives It 
a definite thumbs-up and 
reckons that you will too. 



Settng at wen under half the price of its 
nearest nval. n offers eight-track reef 
and step-time recording, merging 
loocsng, overdubbtftg, patch memory, 
vetocrty , pilch and modulation mem- 
ory, attertouch, data dump, and trans- 
posing facilities. And if thai Isn't 
enough it can saw act as a rest-time 
midi echo unit 

The story goes back nearly twelve 
months to when it was first rumoured 
thai cheetah were In the process of 
developing a rmdi interface As it was, 
drier projects Nfce the MK5 keyboard 
got m the path of its refinement and 

- ias they assured me thai it 
was reeey going to happen soon WeB 
I am prepared to stick my neck oui and 
say die wait has been worth it . It offers 
an awful to) for £49.95 and rivals bes- 
poke sequencers selling tor over four 
times ihe price, Okay . enough droofcng 
- down to the program itself . 

You gel the usual cmrah type 
interlace box. equipped with midi m'. 
'ouf,and'through'pkusamk*le«dto 
get you started, the software transfers 
to mkTOdnve. and on loading you get 
the extensive main menu, I'D try to do 
each department justice and talk you 
through it 

Reel time recording is first, in sec- 
tions thai you predetermine from 1 to 
64 bars in length -known a$ 'Verses.' 
itcKindthtsnameaortoddatfjrsf.btii 
I quickly got used to it The rest time 
option is ceiled Record a Verse' high- 
light that part of the menu ana away 
you go, the pop-up menu appears and 
the border changes 10 magenta You 
wilt hear a metronome beat either from 
the bleeper or the television set Each 
first beat of the bar rs emphasised and 
you gel a two bar count-in The beat 
before you need to start the border 
turns yeadw and on the first beat of ihe 
bar to be recorded it turns red. There 
is a constant representation of beats 
executed by a quaint arrangement of 
flashing squares. The time defaults to 
4/4 at 1 1 8 beats per minute and tor a 
length ol four bars onfy. At this point rt 
should be mentioned that it has a good 
set of quantisation (timing correction) 
options from none at ail lo half notes 
imimmsi.takrfigaH (he inptei notes into 
account as waff - most Important il you 
are playing wrth what drum rnschines 
can ' swing ' (sort of ike Status Quo 
' dum da dumoadwm'l. Having played 
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THE CHEETAH 
MIDI INTERFACE 



your four bars you have several 
options. 'Restart' which lets you hear 
wnai you have done and add more 
over the lop of n - if you ar e realty con- 
fident don't stop and the whole th»ng 
wH repeat anyway complete with the 
two bar count -in. A pomt to renumber 
is thai the recording process can only 
be rafted at (he end of the defined 
number of bars. So rt you have set up 
6* bars you've a kmgtsh wait, 1 found 
that you can overcome this by crank- 
ing the tempo up to Ml whack, tempo 
and quantisation being alterable in 
rrnd-fl»ght as you go along. 

'Merge' puis trie recorded section 
into the permanent memory. 'Append - 
aoCts toe recording 10 Ihe current verse 
akeady sat in the memory. You can 
also transpose up or down a semitone 
as you append so that the new section 
is in a rjmerent key, if you've fouled up 
the whole issue, atottor ' Quit * and start 
all over again. 

Okay, you've started your mmi-cttty. 
Now what? WeM you wil hnd that your 
first efforts have actuaty been enterad 
by default into Track One. verse A The 
cket ah package allows eight tracks, 
assignable to any rmdi channel Each 
track can have up to 1 6 verses labeled 
A to P A verse can be up to M bars 
king. That's a tot ol notes. There is no 
need to pane about running order at 
this stage because at toe moment al 
you are doing is committing sections 
to a track. These can be reordered at 
a later stage to complete the whole 
magnum opus. Duff or unwanted ver- 
ses can be deleted to make more 
room You can even reverse a verse - 
play it back wards, the notes wil sound 
forwards (unkke reverse tape} but just 
played in reverse order, A verse can be 
shifted up or down by up to 12 
semitones -that's one octave The 
only thing that you can't do is end- 
lessly improvise a solo as you are 
restarted toa maximum ol 64 bars - 
depending on whether you are playing 
real last and usmg lots of memory 
extravagant things like vetoceiy and 
pitch bend. These can be filtered out 
as you will see. Mind you. 64 bars can 
be quite a long lime and you can chop 
thebesl hits frqm your sweatings over 
the keys and boil them down to sense 
the foaowing morning as rt were. 

Define Sequence Tracks' allows 
you to define the (racks and verses you 



wtshlohearwrvt5tnttonlnignewver- 
ses. Juat to keep things m order you 
can oplto swnch oh a irack which 
would be counterproductive at any 
point to Ihe whole proceedings 

rt has occurred iocmiuh mat we 
can't pujy as wefl as we think or would 
like, so there is a step- time wme/edit 
option - itvs has to be one of the 
easiest note editors 1 have used. Notes 
are represented by oblongs c4 propor- 
tional length and the music scrolls left 
to right bars and beats rtftcated by 
vertical lines. 8y cunning use of mova- 
ble horizontal and vertical axis, notes 
can oe osieteo , aooea, anorso or 
moved anywhere over a range of 1 1 
octaves, the particular octave you are 
in .s displayed on a mini keyboard with 
the named the note displayed centra 
screen H is very accurate and simple 
to use, In tact 1 guess you could step- 
wnte the exacting bits first, play them 
back and bven them up with a few 
alfresco notes here and there. The 
' Playback' mode lots you here the bits 
you have done so far from the begm- 
ntog. but you can stop and restart at 
any point 

When the business of committing 
notes to memory has finished you 
return to ecwmpde and select song 
page/ Once again utilising a verysim- 
pie display , the back assembly is realty 
easy to use Simpry move the cursor 
around the screen and bne it up wuh 
the position you warn m the track, 
enter ihe letter name of the vers* {sec- 
tion) lhat should golhere and mat's it 

T*ve rJscwered a few runts and tips 
over a very long weekend with this 
Interface Try 1.0 map out your pwe* 
be'oreftand as ilma i save you Irustra- 
tKytlaier Keepa noieo* the pan icutar 
sections and their Iradc number and 
verse letter -if you I hmk of it rather Wtc 
an eight track recorder you wil then 
keep the indi vtduai instruments lairty 
separate. Perhaps I should mention 
that when I ran thfa lest I was being 
super extravagant and boged a load ol 
lone modules and synths plus a 
www CX5 music computer so I realty 
gave ft a hard time 1 also found fl a 
good idea lo record me note first, cor- 
rect any blunders, drop Ihem m to the 
memory and then use the ' merge' 
option to add any program changes, 
pitch bend, Of modulation that 1 might 
want on that track 



Simon Goodwin's Tech Niche piece failed to appear 
this month due to unforeseen health problems, Get 
well soon Simon, and speedy return . . . we'll keep 
you posted. 
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The metronome can be altered to 
itkh) lima signatures: although it 
would hav* no effect on the actual 
notes recorded, it may help you get 
them in lime and with the right feei In 
the irn uresis of effective use of mem- 
ory the program has lilt ewg opt ions 
lor the incoming and outgoing data 
Stream You can add more and mote 
Of the data datasiream to the memory 
f ocord pitch *heei.reco(d modulation 
wheel, record any another sound con ■ 
inkier, record flllol the midirrtooe - 
systems exclusive and also key pres- 
sure. The tatter two are very greedy on 
memory, and cmetah have a leas 
greedy option (or key vetooty/pras* 
sure (I assume that here they mean 
aftertouch)wrtcher*Ned-criannftf 
pressor* This ts useful m mono mode 
and saves a Pit of space. 

The output ostastrearn can be s«nv ■ 
lariyMteredwithiheadditonofa 
status fitter , Instead of continualy 
pumping out data telling the synth 
what mode rt a receiving in, ft wi only 
sand this whan a change oi patch or 
systems exclusive is imminem 

One reefy useful device it the reeJ- 
tirnemk* echo. What it does 9 to delay 
tits note and then throw it back to the 

r i just after you have played a, van- 
in tOths of a second up to five 
seconds As « stands it orty doe* one 
repeat but I would love to see this aaa 
separate software package whicti 
could give you multiple midi echo 
perhaps fading a way- by juggling with 
note lengths in the data stream it 
should be possible loghrt a reverb 
effect. Ths would beared fvst.sewig 
tons of money on other effect units if 
you use rmdi -equipped gear 

I particularly liked the synchronise* 
non page thai allowed a selection ol 
trigger pulses per second, namely 24, 
48 or 96, as wet as external control of 
either the midi-dock or stop and start 
controls The instruction manual lefts 
you what pais on 'Midi Through' wtl 
pick up these pulses which means that 
you can synchronise the whole shoot- 
ing match to pre-mki sequencers, 
drum macfwies and soon. What's the 
betting that there wi be a way to hoc* 
it up to the SpecoVym In the near 
future 7 




All rn all it is a very well thought out 
package, thai has been economical 
where necessary but not to the oetn- 
ment of the fac*tjes available. The 
ampkcriv of operation makes it fun to 
use, it has features that rival most of 
the rmd-pnce sequencers avaaabie in 
any music shop and whit's more it's 
Bntish Say no more - get one now 

Cheetah are moving up the jungle 
10 Norbury House, Norbury ftoad, 
Falrwater, Cardiff CF6 3AS. but can 
stM be rased on 0222 555526 

110 CRASH May 1987 




Producer: Konami 
Retail Price: £7.95 

The inhabitants of the planet 
Nemesis are under attack 
from the forces ot Bacterion. 
Vou command a protecting 
squadron oi three space lighters 
in a brave attempt to destroy the 
invading fleet. To succeed in your 
mission you must pass success- 
fully through four sect ions - forest , 
space islands, an alien graveyard 
and the interior of a Baclenon bat- 
tle cruiser. The Mother Ship at 
each section's end must be 
destroyed before you and your 
squadron can pass onto the next. 

Your craft ftys up, down back- 
wards or forwards. As your specs 
craft progresses through each 
section you come under attack 
from Bactericn craft, surface walk- 
ing tanks and cavern emplace- 
ments, A direct hit from an alien 
ship or missile causes the loss of 
one of your ihree ships. 

For initial protection your craft 
carries only a cannon, but as 
opposing attackers are destroyed. 
illuminated credits are occasion- 
al iy released for collection. Each 
successive credit gives an 
increasingly powerful additional 
feature - extra speed, air-to- 
ground missiles, double |a cannon 
enhancement), laser, multiple lire 
unit and a defensive shield. As this 
is done an appropriate icon is 
illuminated at the base of the 
screen Up to four speed bursts 
and air to ground missiles, two 



J PAUL L 



" Nemesis had the sort of app- 
eal in the arcades that cost a 
hi ot people a tot often pence 
pieces. However, the Spec- 
trum conversion seems to have 
tost ait the appeal ot its big 
brother, and its toe* ot payabil- 
ity (oses any of the onginai's 
addicttveness. The ship is very 
unresponsive to quick key 
presses, and collision detec- 
tion is very suspect. The visual 
effect is rumed by the stupid 
scrolling stars in the back- 
ground - they are very hard to 
distinguish from the outlet. - 



" Gosh . . . Transmuiar's twin 
br other' Nemesis however . is a 
touch lass playable than Us 
cheaper rival It's a pity that this 
conversion by konami is so 
poor, as the arcade original 
was both tun and addic* 
The graphics are reasonably 
good, the backgrounds and 
enemy craft are nicely 
designed and animated, but 
it's a pity thai your ship flickers 
so much. Essentially, the game 
is no more than an overly 
difficult, overpriced and mostly 
unplayable shoot "em up, " 



multiple fire units, a single shield 
and either lasers or double air-to- 
ground missiles can be earned, 
when a feature has been added to 
the space ship's armoury the icon 




BEN i 






" tfris ia a disappointment, but having seen kokami's Jail Break, 
I'm thankful that it's not totally abysmal, The presentation Is 
awful, response to keyboard Input on the title screens la much 
too slow and the redefine key option leaves a lot to be desired. 
The game pi ay is laughably different to that of the Arcade original, 
this is -i shamo as the feeling of the machine has not been cap- 
tured In the Spectrum version. Without this feet, Nemesis if just 
another shoot 'em up and for near eight quid not a cheap one. " 




becomes Inessential. When a ship 
is lost all the features that rt has 
gathered have to be collected 
once again. 



J 



COMMENTS 

Control keys: definable, up/ 
down, lett/hght. fire and select 
required 

Joystick: Kempston , Interface 
2 

Use of colour: fairly colourful, 
some clashes but not serious 
Graphics: small with adequate 
detail 

Sound: average title tune, 
good spot FX 
Skill levels: one 
Screens: scrolling play area 
over five levels 

General rating: A disappoint- 
ment lor Nemesis addicts. 
lar gel y through its implementa- 
tion 





HOW TO BE A HERO 



1 



Producer: MAD 

Retail Price: £2.99 
Author Stuart Middleton 

Indiana Jones, Ian Bottom, and 
Roland Rat eat out your hearts. 
Think you re real heroes huh. 
but wait until you've seen ihts guy 
action . And the guy - well he' s you! 
There's a choice of three locations 
and a predicament m each - to be 
a Hero or a gutless wonder? 

In the land of Pharoahs, camels 
and an awful lot of sand las an 
ancient tomb - and you're locked 
in it An escape through its pass- 
ages and rooms must be made it 
you're lo be home In time for tea. 
Withm the mausoleum are seven 
types of doors, each requiring its 
own key. When at seven have 
been unlocked out you can stag- 
ger into the bright Egyptian sun 

Iqareth I 




■ I trunk ( like frits' N»ce tog graphics with plenty oi cokwr, and most 
characters am welt defined. The nasties tend to flicker, though, which 
is somewhat off-puffing. A neat trick is to let you select the starting 
level The games rather alow, making play a bit boring but its addkc- 
tion is great I fait to understand how deteriorating pineapples reflect 
your health status: is our hero a secret pineapple eater? As a shoot it 
>f it moves game its quite good and worth trie money, " 



and mummies after you. and your 
hearth is seriously affected by their 
bites. Two pineapples on the right 
of the screen wither when bites are 
sustained. Proied yoursett with 
accurate gun tire and en|oy |he bits 
□1 food left by previous explorers 
to see those decaying fruit 
restored. 

Once out of the tomb, rather 
incredibly, you find yourself the 



But the museum you work for 
wants 24 pieces of ancient tablet 
collected from the tomb. Return- 
ing wrfhout them would not only 
look rather cowardly, but put you 
on the dole, and in mesa UB40 
days, there aren't many openings 
fry Egyptologists. 

You make the decision. 

Whatever you decide, you'll find 
some aggressive spiders, snakes 



J MIKE L 



" How to be a Hero looks good, The graphics are big, bold and 
colourful, and though the aliens flicker they're qurte bearable, It's 
essanuatty playable, and therefore, as it isn't too difficult, and you can 
select your starting level, it's pretty addictive. The instructions are too 
hard to read: but this doesn't ruin what is a brilliantly simple game that 
doesn't take any skill lo understand or even to enjoy Good for the 
price. " 



Sean from tern, our hero in blue seeks tor suffered 



mummies gather in me gloom. 




Jbeh L 



" MASTERTOONIC'S last 

Gauntlet variant Storm was 
disappointing to say the 
least, How lo be a Hero isn't 
much better. The action's 
boring, repetitive and some- 
limes unfair - nowadays 
nobody wants to search a 
maie for hours and then get 
killed because he can't right 
off more than three baddies 
at one time. The graphics are 
large but simplistic, more 
detail could have easily been 
added to make the dull play- 
ing area mora Interesting, 
The sound li also below 
average with no tunes and 
sparse effects. Given that 
this is effectively three 
games, How lo be a Hero 
offers reasonable value, but 
It's a package I wouldn't roc* 
ommend, " 



Control keys: up/down, left/right 
adfire-aMdafinaWe 
Joystick: Kempston, interface 2 
Use of colour; average but bold In 

US* 

Graphic*: large but unoalaitod 
Sound: no tunes, minimum variety 
oi uoKtunous fx 
Ska k fwe l» : one 
Scrawls: tnroe scenarios 
General rating: Muad reviewer 
foeiings. but on tha whole atvnptf. 
addictive game. 



Presentation 66% 

Graphics 65% 

Payability W 

Addictive qualities 69% 

Va I ue for money 77% 

Overall 70% 



sole survivor of a space ship 
uncontrollably off course. Finding 
and using the correct security 
passes opens locked doors to 
roach the escape craft However a 
real hero wouldn't just abandon 
ship, he'd find the 24 pieces of cir- 
cuit board required to fix the ship, 
bring rt under control, and still have 
time to send a postcard home to 
mother, Again watch Qui for alien 
attackers, your life's in danger. 
Shoot them quickly and collect 
supplies as you go in order lo 
restore your health, 

Hero or space- wimp, the choice 
is yours. 

Then, just when you thought 
that space was the final frontier, 
you're transported into a mutant 
city, searching for a vital docu- 
ment. The document has been 
torn up and hidden In (guess what) 
- 24 locations. Lying about the city 
en keys, which allow passage 
between buildings in search of an 
escape route. But escaping with- 
out the document results in a court 
martial and a docked pension Is 
inevitable. 

In ail scenarios you can pause I o 
save position. 



COMMENTS L 
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THRONE OF FIRE 



1 



Producer. 
Melbourne House 
Retail Price: £7.95 
Author: Consult 

eatousy and the desire lor 
Power m the backdrop to 
Mike Singleton's latesl cre- 
ation - Throne Of Fire. The Story 
tale of The Burning Citadel, a for- 
tress high above the desolate 
planers of CarakeSh. where Stands 
an empty seal, the throne of Fire. 
vacated by the late King Aihpnk 
His ir»ree sons, Atom, Cordm end 
Kzirag, desire the seat of the 



The action takes place witmn 

the TOO rooms of The Burning 




| Citadel' The screen is split verti- 
cally from top to bottom, display- 
ing the character currently control- 
lea, the action window - which 
illustrates the movements of the 
Characters, the castle map Indicat- 
ing the positions of your charac- 
ters, and your additional support. 



"' Throne of Fire is a good (dee which has been implemented well. 
there is a problem though, it's much loo easy to ploy and com- 
plete. The two player game puts the difficulty levels up. but not 
quite sufficiently to make it as playable or addictive at ft should 
be. The large and beautifully animated character* and the atten- 
tion le the detail of the castle help make Throne of Fire look excep- 
tionally good, but theft no reel surprise es Mike Singleton (of 
Lords Of Midmght feme) had a large hand In the design of the gam* 
and Its graphic*. The leek of difficulty drastically spoils the 
gemeplay of what could easily have been a Smash! ' ' 



Rooms are shown m perspective 
(looking front to back), side doors 
lead ten or right and doom at the 
back of the room indicate stairs 
l ea din g either up or down. 

To begin with, there are nine 
men-at-arms under the control of 
each Prince. However, as play 
progresses, this may increase Or 
decrease as some are killed off 
and reinforcements are brought in 
Men-at-arms come in handy for 
doing the Prince's dirty work - 
humping off the other claimants 
for the throne. The selection mode 
is entered to take control of one of 
the men-at-arms, allowing: a player 
control of the horizontally scroKng 
Citadel map at the bottom of the 
screen. The Crtadel is scanned 
using a cursor, and rooms may be 
entered as long as they are the 
same colour as the heart at the top 
of the screen The selected room 




then appears in the room display 
window. 

Characters who ere in 
allegiance with a player, but not 
specifically under control, ere 
unable to move from room to room 



fc» King and Mom ■ngaai In hwd to hand contest In thf bstti to 
tatiwihafr 



throne and power of the land, and 
are prepared to battle it Out 10 a 
blo od t hirs ty end 

The game can be played m two 
ways - either two players taking 
control of two of the three Pnnces 
and the computer taking the third, 
or a sole player taking on two com- 
puter opponents 



PAUL 

■" Mike Singleton doesn't hart 
come up with some good ideas 
— and the programmers have 
done a great job of implement- 
ing his designs, the split 
screen works well, creating 
plenty or tension in the atmos- 

C a - much like Spy Vs Spy. 
one player game ft a bit 
weak - being much too easy to 
be Of any challenge. Where 
Throne of Fire really scores 
high « when playing against a 
human opponent, the chal- 
lenge to beet the other player is 
immense, H you're a single par- 
ent of your Spectrum then think 
first, as you may end up com- 
pleting it first time and be left 
with another unused game. " 
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► Fratricide nan OK! Prince Atom diet ii ttit hinds pi hit 



King. 



AICKK ^-^^^ 

Throne Qi Fire «s most eryoyabto as a two piayer game, otherwise 
ft becomes too simple . , , and therefore tiresome. The only realty 
annoying feature is the sequence where your character wafts up 
stairs, its a M long and pointless. The compact acreen works we8- 
everything ft Ort acreen at Once, so there's r» messing about with 
putting down awkward menus. Throne Of Fire fe a very good t hre e 
sided battle which has the same degree of atmosphere as other Mike 
Sfogieton games but, having seta that, it doesn't appear to have the 
same compulsion and depth. 



of their own accord. They are, 
however, able to defend l hem- 
selves Additional weapons are 
found scattered throughout the 
Citadel 1 and can be picked up for 
later use. Strength and energy are 
measured by a beating heart - it 
the hearts stops the character 
pops his chainmail socks. Charac- 
ters regain their tost strength by 
resting, or by entering the Throne 
Room, Gate Rooms or using 
magic potions. 

Reinforcements appear in the 
Gate Rooms, they enter empty 
rooms and automatically take side 
with (he last character to be in that 
room, rf no player has been <n the 
room the new arrivals join the 
ranks of the King's Guard. 

The objective is to seize the 
power of ihe Citadel; achieved by 
■ player taking his Prince to the 
throne Room after disposing of 
the other two. On gaining the 
Throne, that Pnnce becomes King, 
power is his and the crown is pre- 
sented 



COMMENTS 

Control keys: definable 

Joystick: Kernpston, Interface 

2, Cursor 

Use of colour: main play area 

monochrome, but bright and 

colourful elsewhere 

Graphics: splendid; large, well 

detailed 

Sound: good tune, otherwise 

not much 

Skill level*; three differ ent 

Princes to play 

Screens: 100 

General rating: A marvellous 

game, spoiled by being too 

easy 



Presentation 


B^% 


Graphics 


81% 


Payability 


75% 


Addictive qualities 


69% 


Value for money 


72% 


Overall 


75% 



STAR RAIDERS II 



Producer: Electric Dreams 
Retail Price; £9.99 
Author: Simon Freeman 

The Federation is in trouble 
and they need you back, 
Tens ts under attack from 
the dreaded Zytons - led by Chut, 
the man you defeated so long ago , 

Your mission is thus, lo defend 
your home star system of Celos 1 V 
(the gledsl planet Arcanum; the 
desert world of Send us; Teris itself 
and it's moon Imbri), obliterate 
Chut 'a Master Force, pierce their 
stronghold in the star system of 
Procyon. and prevem reptenrah- 
mem of their space fleets by 
destroying their Attack Bases 

The Liberty Star, the latest in 
space fighter technology ts at your 
disposer A scanner shows ihe 
view from its cockpit, with a con- 
sole above indicating the status of 
the craft and weapons systems. 

Available weaponry consists of 
three computer-aided offensive 
systems. By fighters are 
destroyed by the Pulse Laser Can - 
non. with 100 poms awarded lor 
each. Prolonged f mng of the laser 
causes overheating and leads to 
malfunction - the heat level is 
monitored from the central dis- 
play. Fry Fighters are followed into 
the Iray by the larger Zyion 
Destroyers. Here, the Liberty 
Star's laser automatically changes 
to the more powerful Ion Cannon. 
wiih 500 points earned for each 
Mi. The Command Ships in lurn 
are worth 5,000 points. Trie third 
weapon ts the Surface Star Burst 
(SSB); this is a double missile, 
used to destroy Zyton ground 
installations. 

Defensive shields are also ear- 
ned, with their status indicated by 
switching to the Weapons Sys- 
tems Mode on the Tactical Scan- 
ner. Damaged shields are repaired 
at one of three friendly space sta- 
tions. Whilst there, the ship's 
energy levels are replenished, and 
any used SSB's replaced. 

Switching to the star chart gives 
me posrlior> of planets, space ate- 
pons. Zyion squadrons, the liberty 
Star, and displays warp trajec- 
tories plotted to distant objectives. 

When in enemy temtory. land 
bases are picked off with a combi- 
nation of the Tactical Scanner and 



SSB'S. A Status report Is given on 
each planet before and after each 
attack. 



L 



CRITICISM 



t 



• ' It wouldn't be much of a 
compliment if I said that Star 
Raiders II is just M goud aj if 
predecessor - because I didn't 
like the original very much! This 
shoot 'am up is reminiscent of 
the excellent Code Name Mat, 
but not as much fun to play. The 
only enjoyment to be had is in 
blasting anything that moves." 

mm 

• " Why ELECTRIC DREAMS 
ever bought this is a complete 
mystery to me, tt s one of ihe most 
bortng games that I've ever seen. I 
can see how atf the blasting 
appealed in the days of other 
ATARI classics Such as Space 
invaders and Planetoids, but now* 
adays people want a bit more than 
pontlesspixehpulping. The planet 
graphics are fiickery and tittte 
imagination has been used in the 
deep space section - frte explo- 
siona are ntce.bvt that's about it" 



r 



COMMENTS 



i 



Control Keys; Cursor 

Joystick: Kernpston, Cursor, 

Interface 2 

Use of colour varied and bright 

Graphics: effective explosions 

and smooth scrolling. 

Sound: irritating while noise 

Skill levels: one 

Screens : eight : seven planet s and 

the star chad 

General rating: A dated arcade 

conversion of the 'left, right and 

fire' variety. 






a for money 
rail 
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NEMESIS THE WARLOCi 



Producer: Martech 

Retail Price: £7,95 
Author: Creative Reality 

The very latest m licensing 
deals finds imbti-cm trans- 
tormina 2000 AtJs Nemesis 
the Warlock from pen end Ink into 
pixilated state. As ever the slrug- 

Kbelween good and evil lorms 
plot. wilh Nemesis as OW 
Eastwood. Thomas de Tor- 
quemada as Lee Van Cleef and 
Torquemada's castle as the wild 
west. 

Oef eating evil Is the name of the 
game, and taking the part of 
Nemesis, the KJea s to top the man 
at the top by infiltrating his bastille. 
Not an easy trick that, as Tor- 




Ah&owt 



r ans of the 2000 AD comic 
strip may be a little dteap- 
d by this release from 
martech, as all it reaiiy 
amounts to is a simple shoot 
'em up scenario, worked 
around the cult characters 
Evan when viewed as such, its 
onry an average hacking game, 
the action being uttimatety 
repetitive The attribute clash 
as figures walk along the plat 
forma is really annoying, and 
leaves the screen looking 
messy and unfinished. Unfor- 
tunately; there is little real con- 
nection between the game and 
the comic strip: gone are Grob- 
bendonk, fto-Jaws and the 
ABC Warrior*, and posstbty 
any lasting interest with 



quemedas whacky fanatics are 
on the loose- Being a sensitive, 
socially aware type of superhero, 
the warlock finds that the only way 
lo get to the heart of the problem 
is to hack a fair few minions to bits. 





Not that Nemesis needs to hack 
them apart with his bare hooves' 
equipped with a swinging sword, 
venemous add spit (look out Jan 
Learning) and a death dealing 
firearm, our hero can blow 'em 
with the best of them. 
On screen this is how the acton 
happens: left and right controls 
Nemesis in those directions while 
Up and Down means jump and 
duck. Platforms are the backing 
for the big man's heroic exploits. 
with his movements limited by the 
screen's boundaries. Only when 
an alloted number of denizens are 
destroyed is the passageway to 
the next level opened - however , 
this doorway is not obvious and 



must be searched for As the 
bodies pie up it's possible, and 
sometimes necessary, to use the 
corpses as stepping stones to new 
heights 

if you're lucky enough to have 
bullets in your gun. pressing the 
fire button sends them m the gen- 
eral direction of your enemy - 
Otherwise it activates a swiping 
sword. Extra ammunition can be 
picked up about the landscape, 
but quantifies are finite so it's nifty 
to be thrifty A display at the bot- 
tom ol the screen keeps you 
informed by delivering a host of 
useful information. This includes 
the amount of ammo remaining, 
the required number of terminated 



" Dear met Nemesis the Warlock must be one of the most pitiful 
platform games I've ever seen The graphics see so horrific that when 
Nemesis is walking, his head disappears into the bottom of another 
platform* The mighty sword Excesses looks more tike e bamboo 
cane, and flickers on and off whan fighting. The computer-nasty 
graphics are certainty not for the weak stomached, and f found them 
to be in very bad taste' " 



■ Although ■ lot better than 

MELBOURNE'S Judge t>€Kto\ 

Nemesis the Warlock t* stW 
not as good as it could {or 
should) have been. The 
bloodthirsty comic-ship 
style Is adequately 
recreated, but the graphics 
still leave a lot to be desired. 
Fighting off the Terminators 
offers no real challenge as 
they don't do much damage 
- rf you obliterate enough of 
them fast enough there 
shouldn't be any real hassle, 
until the later levels where 
dea dly swords and bottom- 
less pits make an appear- 
ance. Nemesis the Warlock is 
a slightly above average plat- 
form heck 'em up, with the 
added attraction of a big* 
name licence, " 




terminators and a particularly 
gruesome depiction of a hand 
squeezing a heart This bloody 
graphic relates to Nemesis 
strength, each time he comes into 
contact with a terminator the hand 
squeezes a little tighter - eventu- 
ally wringing out alt of the war- 
lock's life blood, and thereby end- 
ing the game. 

Also worth attention is the ever- 
changing icon of Torquemada, 
which dictates his spiritual pre- 
sence, This effects his minion's 
fanaticism so thai even after drs- 
embowetment Torquemada's 
goons are often prone to transfor- 
mation into axe wielding Zombies 
when iheff master is near, 

As the levels progress new 
hazards threaten our hero. Flying 
swords appear and bottomless 
pits open, waiting for a careless 
step. Torquemada's terminators 
are fanaticatjn their quest to pun iy 
the universe - so be pure, be vigil- 
ant .,. but most of aft BEHAVE! 



, I COMMENTS L 



Control keys: definable. I> 
npht, duck, lump, fire and spit 
fiery acid needed 
Joystick: Kempston. interface 

Use of colour basic colour 
scheme with appalling dashes 
Graphic a: indistinct as sprites 
merge with background 
Sound: below average, but an 
excellent Rub Hubbard 126 

Skill levels; one 

Sen iy 

General rating: Somewhat 

disappointing licence with just 

enough game to be above 

tveraga 




Only the honourable uiill 
Survive the bloody conflict of 







In an a«r in which honuui was mcred, (ram a time when grace and beauh ftfff lirlues, a rtass of warriors set 

(hemsc Ims ;i(Mii in dedicate I heir Mies to a pe rfeclton In remittal thai In *1sHf was an art form, lo a discipline or 

mind thai tH-i ame a religion. The attaining of sue h ewellen* r required an extraordinary diligence In selfdcnlal 

and training in order lo ai hint* llu uJlimale accolade Wai I in d kendo, karate and linalh Samurai arc the 

hMs ihdt must 1m- maslered before stun honour ran he bestowed 
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j COLONY 



Producer: Bulldog Soft 

Retail Price: E1. 99 
Author: Icon Design 

an versus pesl - the 
eternal battle lor survi- 
val - threatens a far-art 
colony It's b continue) struggle to 
keep food supplies from being 
consumed by voracious crea- 
tures 

A lence is built to Keep them 
from the human compound, but 
still they gel through, A mainte- 
nance droid pai/ols the com- 
pound, consisting of seven stor- 
age and control buildings. Moving 
between all the buildings, and able 
to cony up to four items at a time, 
the droid s |ob is to fix fences, 
destroy pests that get in. harvest 
the crop and store E, and use the 
planet's homing beacon lor the 
safe arrival ol supply ships 

Fences are repaired with wire 
mesh, wood or barbed wire, all 
taken from their respective stores 
via an option screen, and earned 
to the damaged site. Anything 
removed from a store mutt be pen 
for. 

Portable death traps can be 
used to block off galloping gour- 
met paths, but the creatures can 
be predatory, even lethal if the 
droid's shield energy is loo low. 
It's equipped with a laser of limited 
charge, although time must be 
taken to recharge shield and laser 
levels in the droid charger room. 

Most operations use power, and 
if too much is consumed things 
switch off. use too little and the 
generator overloads. The com- 
pound's supply is expanded by 
Increasing the number of solar 
panels, available from the general 
store. 

Credits are awarded for harvest - 
ing crops, but to generate a future 
yield, seeds must be taken from 
the stores and planted on the com- 
pound's grassy sections. 

When the colony's supplies run 
low, more are ordered from Earth. 
The droid activates a homing 
beacon as the ship approaches, 
but the longer it's switched on, the 
more power is used Even then, 
the job isn't over. The supplies 
must be unpacked from crates in 
the appropriate buildings - and atl 
the while, the hungry horrors are 
breaking m through the fence. 



] 
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CRITICISM 



#" Colony Is annoying, not Juat 
a little oft Infuriating you under- 
stand, It's an Inducer of full- 
blown 'screaming blue tearing 
out hair syndrome', and It's 
great - for ■ bit. Appeal will be 
short lived once you've 
memorised the map and disco- 
vered (ha various problems. 
After an afternoon's play I'd lust 
about had enough of rt, butt dare 
say I'll come back to ft after a 
couple Of weeks. For two quid 
you can't really go wrong. 



• '■After storting with the groat 
Feud, I would neve thought 
Buu-wxi would know what a game 
needs Fo be appealing! Hera the 
graphics are padty drawn, snow- 
ing tfffJe thought at where the cot- 
our should be used, end character 
detection is mediocre. Colony is 
no fun to play at alt. The game's 
idea ts honng and repetetive, so its 
attraction wears off fast " 



•" There is an element ol paya- 
bility here, but unfortunately the 
poor implementation means it has 
to struggle to make itseH known 
Resuftingly, Colony isn't much of a 
fun game. " 



r 



COMMENTS 



Control keys; definable 

Joystick: Kempston, Interface 2, 

Cursor 

Use of colour, basic and oddly 

defined 

Graphics: simple forced perspec - 

live and averge definition 

Sound: average 

Skill levels; one 

General rating: Could have been 

an addictive idea, but poor 

implementation spoils 



Presentation 


59% 


Graphics 


4fl% 


Payability 


46% 


Addictive qualities 


42%, 


Value tor money 


54% 


Overall 


45% 

■ 
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Producer: MAD 

Retail Price: £2,99 
Author: Binary 
Design 




jotter Amaurote rs a met- 
ropolis Invaded by a lethal 
swarm of insects. The city's 
25 sectors are under the mandible, 
with an insect colony, ruled b> 
own Queen, established in each, 
The Queen's fob <s simpiy to pro- 
duce en o' scouts and 
drones. While she remans 
immobile, (be scouts fly about and 
the drones (the most common - 
end expendable) patrol the 
ground 

A sector is selected from me iitin 
screen, after which the action 
begins fexceot on ihe 128 or • 2. 
when an animated sequence illus- 
trates the hero entering Arachnus 
4. the spider- tike combat craft 
under your control) 

The objective is to rid the sector 
of every insect , before progressing 
onto the next, and repeating the 
seme procedure. Sectors are illus- 
trated In forced 3D perspective. 
not scrolling, but with a flip-screen 
lecfwque where the flip happens 
just before reaching the screens 
edge 

Scouts and drones are extermi- 
nated by shooting , but as each one 
dies the Queen wastes no time m 
producing another to keep her 
army up to strength Your arsenal 
also contains bombs, although 
these can't be fired untri the previ- 
ous one has detonated 




.oadlng Amaurote on 
the 12BK reveals a 
host of enhance- 
ments. For e start 
there's a standard 
David Whitleker title track, 
which blares out whilst the 
usual 4SK attract mode 
goes through its scrolly 
paces. Once a sector has 
been selected from the 
map, a beautifully ani- 
mated sequence of the 
Arachnus being manned 
and towered to the planet's 
surface is accompanied by 
another Whtttaker piece. 
Gumeplay is made infinitely 
more atmospheric by en 
exploding queen 

sequence, and the weird 
soundtrack As the 120 
version is a significant 
improvement over the 48K. 
I've supplied separate 
ratings: 

Presentation 98% 

Graphics 94% 

Payability 93% 

Addictive Qualities 91% 

Value for Money 96% 

Overall M% 



On Amaurote, the local currency 
is ' Dosh ', and a Supabomb power- 
i Queen costs 
5000 Bits of Dosh This is 
requested over the 'Radio Menu", 
where additional options such as 




" Amauroie's concept la an 
old and simple one - seek, 
locate and destroy. How- 
ever, With BINARY DESIGN'S 

now familiar style of pres- 
entation Amaurote is 
remarkably slick. The 
effects are pleasant to 
watch; the way the letters 
fade from the screen is 
superb, and the freaky use 
of colour linking front end 
and the game has to be 
seen to be believed. The 
graphics, although monoc- 
hrome, appear solid and 
are suitably futuristic, mak- 
ing exploration of the 2,500 
locations realty enjoyable. 
You can change the preset 
colour too, so there 
shouldn't be much diffi- 
culty In finding one that 
suits you. There's plenty of 
action and thought 
involved in Amaurote to 
keep your attention for a 
good few weeks. " 

■act 



more Bombs, Rescue and a Repair 
Service are also available. Once 
requested, Ibe Supabomb Is drop- 
ped somewhere within the sector 
and must be located. The eom- 
pessueedJoT' .-afsvu&tt- 

lul in discover ing the whereabouts 




" Well! What can I say. this 
game is just brilliant. I 
always like original games, 
and I've never seen any- 
thing like this before. There 
are so many different fea- 
tures to Amaurote that they 
would take too long to 
explain. The graphics are 
superb and the animation is 
unbelievably smooth - the 
only real disappointment is 
a lack of colour, but it's not 
needed anyway. I almost 
fell off my chair when I 
heard that this is a budget 
game - how can such a 
well -designed game be so 
cheap? It's a must for any 
Spectrum owner's collec- 
tion, " 

GAJtFTIf 








" Now this Is more like it I 
haven't seen a gam* as 
original as this for ages, 
Graphically Amaurote is 
superb, although lacking in 
colour variation, It's also 
great fun to play The scen- 
ery is densely detailed with 
all the objects decently 
sued, although I could 
have done with more land- 
scape and less of the mas- 
sive border around the 
screen's edge. Amaurote Is 
full of little features - the 
'Radio' being the best of 
them - and it has lots of 
content. But I did find the 
playing keys strangely 
situated end very hard to 
get used 1 o. That said , you'd 
be foolish to miss this tre- 
mendous game at such a 
cheap price. " 

nun. 



Queen or the scouts and 
drones. 

When the Queen and her hive of 
insect subjects has been been 
destroyed, the Arachnus progres- 
sea onto another sector, and then 
another, until ail 25 have been 
cleared. If the City Damage and 
Personal Damage meters reach 99 
percent, you have failed, and 
you're not even worthy to sv 
few pesky flies/let alone dee) with 
the honor of Amaunpfe. 




Control keys: Y.P up/right, 
Q-T up/left, H-GNTER down/ 
right. A-G down/left . B ■ 
SPACE 10 fire, CAPS SHIFT 
for Radio 
Joystick: none 
Use of colour; monoc- 
hrome, but background col- 
our change option 
Graphics: superb, original. 
wen- designed and animated 
Sound: uninspiring on 40K. 
quite eitlraordrnafy on 126 
Skill levels: one 
Screens: 100 in each of 25 
sectors 

General rating: An amazing 
achievement in budget 
software, highly playable and 
addictive 

Presentation 93% 

Graphics 93% 

Payability 92% 

Addict ive qu al itiea 91 % 
Value for money 94% 
Overall 92% 
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RASTERSCAN 



Producer; Mastertronic 

Retail Price: £1.99 
Author; John Pickford 

Rasierscan, a largo damaged 
spaceship, dntts uncontroll- 
ably towards a lugging star. 
The craft can be repaired and 
flown away from its prospective 
death plunge, but the only means 
of doing this is using a globular 
maintenance droid called MSB 
But the rounded "bot has a busted 
brain, its one remaining sound 
program rs how to repair a pop up 
toaster, and it has no knowledge 
of how to operate a space ship. 

You have control of this limbless 
droid , and can move it to the teti or 
nght, up »nd down, through a 
labyrinth ol coloured power cables 
and piping. A display at the bottom 
left ot the screen shows MSB's 
position within the ship. 

Once repaired the droid can 
plug into, and operate the ship's 
machinery and instruments. Every 
piece of equipment has a function, 
and once repaired if can be con- 
nected to the ship' s power supply 
and this purpose defined, 

MSB's passage through the 
ship is nol unobstructed. Locked 



JGARETH L 



doors block certain sections of the 
ship. By manoeuvring MSB into 
the jaws ol upturned spanner 
heads logic puzzles are revealed. 



(jittering Irom lock lo lock. Once 
solved, the door is opened and 
MSB is free to bounce on Us way. 
The bridge contains a scanner, 
showing the ship's position as a 
flashing point, the star to which n 
is being drawn and several plan* 
els The scanner is triggered by 
flicking on. in the nght order, a 
series of three switches contained 



" At first I found Resterecan 
very frustrating. I didn't have 
a clue as 10 what I was meant 
to be doing, a von reading the 
inlay didn't help. After delv- 
ing into this for a long time I 
finally found the secret and 
consequently enjoyed 

myself a lot. The bail moves 
around the screen very 
smoothly and has a neat trick 
of bouncing off walls, making 
the atmosphere realistic. tVs 
a great pity that there's no 
sound, but you can't expect 
everything from a budget 
flame. Well worth a look at. " 



J PAUL L 



" t found Rasterscan very annoying. The graphics are absolutely 
bnbant (digitised / presume), and they remembered to put a decent 
Splattering of colour in as weS. Just the right amount of momentum is 
given making the gameplay feel right. I Vn disappointed that the sound 
ts limited to a angle tune on the title screen, as effects during the 
game *ou/d have made is much more atmospheric. The locks on 
each of the doors are at very easy, until you come to the useful ones 
which am practically impossible to solve. There's lots there, and it 
represents good value at £1 99 " 



JMIKE~L 



" The first Ihmg thai hits you 
about Rasferscan is the excel- 
lent graphics. The ball moves 
smoothly, and some of the 
scenery, like the cassette rec- 
order, and the hand which you 
start upon, is really nice i 
enjoyed 1. except for the occa- 
sional crash. Its not bad, but 
it's worth a look, even if only 
because it's one of the better 
eheaptes 



in a locked room close to the 

bridge. 

MSB pilots Ihe cratl Irom a con- 
trol room near the scanner. Here 
lour indicators show ihe speed of 
each engine, and a central circular 
display gives the Rasterscaris 
direction and relative speed, 




EMO <'>aji 



s> Tin limbless drotd ctled MSt few MfM 
can be mowed around the crippled nasal, 
bottom left 



;d globe seen behind fre red line) 
position seen m the scanner 
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ft* By martoaMftea MtSfl mio the pws ol the ipMMr-fbepsd objects, puiites art 
revealed . which, when solved, wen doers to locked putt ol the ship. 



COMMENTS 

C ontrol keys; Q up, A do wn_ O 
left. P nght, SYMBOL SHIFT 
fire 

Joystick: Kempston. Cursor. 
interlaces 

Use of colour; subtle but 
effective pastel shades 
Graphics: unusually hazy 
backgrounds and smooth ani- 
mation 

Sound: limited 
Skill levels: one 
Screens: one large playing 
area 

General rating: An unusual 
concept which has been done 
justice m its execution. 



Presentation 
Graphics 
Play lability 
Addictive qualities 
Vol up for money 
Overall 
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ENTER THE TUBE IF YOU DARE! 

* . 

SURVIVE THE TRANSFERZONE, STEER THROUQJf THE 
INNER TUBE DEFENCE MECHANISM TO REACH THE 
CAPTURE AREA, 

THE TUBE IS AN AMAZING FAST ACTION SHOOT EM UP. 
WITH SUPERB GRAPHICS AND SOUND 

ONLY THOSE WITH NERVES OF STEEL SHOULD APPLY. 





Victory House, 
Leicester Place, 
London, WC2H 7NB 
'- Tel: 01-439 0666 



CBM 64 and Spectrum: 

£8.95 
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KINETIK 



Producer: Firebird 
Retail Price: £7.95 



As you attempt to ctrcum- 
navigate a planet, your 
space ship comes under 
me influence of a strange set ol 
changeable physical taws. Your 
craft moves left, right, up and 
down, hut control is imprecise and 
variable. With this limitation, you 
fly through a corridor o! flora, sur- 
lace outcrops and planetary 
inhabitants. 

The characters PA and X lie on 
the planet's suriace and are col- 
lected when Town over. A Latin 



J MIKE 



" I wasn't very pleased with 
Kinettk. It didn't really appeal 
to me at first, and l didn't find 
much fun m it later either. The 
graphics are colourful, but too 
small and undetailed for my lik- 
ing Bather than finding that the 
movement effect added to the 
playabtlity. I found them 
annoying on some of the 
screens. Hawing said that, I 
think that a lot of people will 
find it worthwhile, especially as 
it's one of RflCBMw's cheaper 
games. N 





Struggling »gairistti» affects of gr avily is Miry mm efI the problem* encountered 
tn the bnlttantiy coloured scrams of fcnelik. 



J PAUL L 



" The standard or production 
at FinteiHo has increased con- 
siderably over the first few 
months at this year. It takes 
quite a while to get used to the 
weird control and the massive 
amount of magnetism on some 
screens - but it's certainty 
worth the persistence There 
an some gnat little baddies - 
every one of them quickly and 
smoothly animated, although 
they did seem to 



quitooften. The hitt pnce was a 
bit of a shock, but then again 
so was the game* " 



word *s then formed, completing 
your mi&sion when presented to 
the hand ol the Kinemator in the 
final screen. Should the word be 
spelled incorrectly the game con- 
tinues, if the letters are not col- 
lected your mission is doomed 
Thirty-three points are awarded 

Igareth [ 



for every one of Ihe JJ screens 
moved to on the nght, end 33 lost 
for every screen entered to the left. 
Power is limited and Continually 
diminishing, with energy drain 
increasing when walls or planetary 
inhabitants are touched, One of 
three ships is tost when power talis 
to zero, but another rs gamed on 
reaching 1,000 points, Flying 
through water replenishes power, 
whilst full power and 500 points 
are generated by picking up a 
bonus symbol. 



" Kinehk seemed boring and unexciting at first, but after a while 
It began to grow on me. The gravitational effect is absolutely 
brilliant, just crossing a screen is a fig hi between player and 
c orn pu lor I The g raph ic 5 are very jmg gth a nd wet I animated, with 
the only problem being that the same nasties appear on most of 
the screens. FiaeaiRD have realty made a good job of this game, 
but maybe H Is a little overpriced? " 



V 



Navigational and defence sys- 
tems are available as follows - 
Safety Shields protect the ship 
from lethal objects and energy- 
sapping inhabitants; a Powder 
Sprayer Inghtens the aliens and 
destroys waits, an Anti-Gravity 
mechanism counteracts gravity; 
whilst the Anti -Physics device nul- 
lifies gravity, bounce, friction, 
gravitational and repulsive objects 
and saves some energy; a once- 
orf teieporter moves between 
screens - but not all screens can 
be leteported to. 

instruments are acquired and 
stored in an activated instrument 
box. with a maximum of three 
instruments earned simultane- 
ously, Collecting an instrument In 
an already utilised box loses the 
previously acquired device. The 
Safety Shield otters no protection 
*rom an occasionally appearing 
cube, any con I act with this causes 
the loss of one collected device. 



COMMENTS 



L 



Control keys: a up, z down. 9 
left, nght. Q-p select instru- 
ment box, X - SYMBOL SHIFT 
action, 

Joystick: Kempston, Cursor, 
Interface 2 

Use of colour: etfraorrJnanry 
bnght , and many used 
G r aphic s: smallish, but 
detailed, though nasties tack in 
variety 

Sound: above average 
Skill levels: one 
General rating: An unusual 
and playable game despite the 
powerful gravity' 
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BIG TROUBLE 

IN LITTLE CHINA 



Producer: Electric Dreamsi 
Retail Price; £9.99 

Green eyed girls are m big 
demand, for onfy by marry- 
ing and sacrificing one can 
the villainous, Mandarin Lo Pan 
secure a mortal body. The 
gatthanda of Jack Burton and 
Wang Chi are captured lor this 
very purpose, and taken down into 
the underground world lying 
beneath S,™ Francisco's 
Chinatown, 

in order to rescue Grade Law 
and Miao Yin. our heroes, accom- 
panied by their friend Egg Shen, 
must fight a way through 
Chinatown and into the Manda- 
rin's sewer world. 

Jack Burton at first defends 
himself only with his lists, though rl 
he can get far enough into the 
Mandarin's lair he can pick up and 
use a Bushmaster gun and 
ammunition, 

Wang Chi is a martial arts expert 

Igareth [ 



who is able to pick up and use any 
sword he finds. Blades become 
fragile and eventually break, but 
replacements are found en route . 

Uniike his two waking compan- 
ions. Egg Shen floats along on a 
Cushion of mystical vapour. Magi- 
cal powers are his forte though Ini- 
tially the mage bolls he fires have 
limited range and strength. On 
finding a potion bottle he can 
shoot devastating lightning bolts 
over greater distances. Shan's 
zapping ability has a limited life, 
but picking up fresh potion 
supplies revives his strong magic 

Controlling all three characters, 
you can switch between them at 
any time - by typing the initial letter 
of the characters name you want 
to take the lead- Ha is then leap- 
frogged to the front with the other 
two following. Each prospective 
hero is able to move forwards or 
backwards, jump, duck and attack 
at different heights, (from low to 
high), Weapons are picked up by 



" I'm sure that all (he martial arts gamesters wM Iowa mil one. 
Big Trouble to a good likeness lo the film, running around pulveris- 
ing the enemy - making a change from the usual sub- standard 
conversions. The graphics are not the usual run-off-m IM either, 
but the backgrounds have an inclination to repeat on all (avals. 
The characters' animation to also vary effective, with a different 
forms of movement lending a distinct personality to each. The 
tuna lends an oriental atmosphere, helping add even more to the 
effect i enjoyed playing Btg trouble - but H would be 
if it ware slightly chaaperT" 



J PAUL L 



" What a disappointment Big Trouble «... The music's excellent 
and very appropriate foe thegame. The effects are crunching, even it 
they aren "r very varied. The graphics are very detailed and weH drawn 
- fhe backgrounds scrottng smoothly. But that's about if' The game 
Contains tittle else I got very qutckty bored with just Wowing up every 
tough character that stepped in my way. Superb presentation, but no 
game, tf you pay ten pounds for this you'H be disappointed. " 



walking the appropriate character 
over them, 

As they progress the status of 
each hero ib given. Burton to the 
left, Chi in the centre and Shen to 
the right. In each character's win- 
dow, together with their portraits 
are three entwined yin and yang 
signs - the male and female 
Chinese symbols of destiny. 
These indicate stamina levels and 
are reduced by exertion and con- 
tact with the Mandarins guardians 
and his magic - food replenishes 
these reserves. A character dies 
when hts entire stock of Yin and 
Yang signs vanishes. Collecting a 
potion bottle adds strength to afl 
three heroes 

The scenario unfolds over four 
levels. On the streets of Chinatown 
the Mandarin's hoodlums are 
encountered. Highly skilled in the 
martial arts o* carrying guns and 
swords,, some of Ihese evasive, 
somersaulting thugs do not allow 
our rescuers to pass without a 
fight 

Street warriors also patrol the 
sewers of the next level, but now 
they are accompanied by energy 
sapping sewer monsters that can- 
hot be killed, only evaded. 

Lo Pan's Headquarters make up 
the third level, populated by hat 
wearing elemental beings called 
Storms. At every level whan 
gangsters or thugs are killed they 
evaporate into a smoke-puff. 
Points are credited at the base of 






m 



mill it i ii i mi I mi I II mil nil I in i in linn mi 




l he screen, on the death of each 
Weapon -wielding thugs and 
Storms give more points when 
destroyed. Defeat these and the 
other henchmen and Lo Pan him- 
self can be faced in combat. 



j MIKE L 



" This isn't a particularly amaz- 
ing game; the graphics are only 
adequate, but the piayabiiily is 
there and there's a tew hours 
enjoyable scrapping to be had. 
I haven't seen the Mm (and il 
friends' comments me any- 
ihmg to go on. then i'm one of 
the lucky ones*) so I can't draw 
any comparisons but the 
game is reasonable, the only 
problem being its high pnee. 1 
doubi lis testability - maybe a 
few days, maybe a bit more - 
but certainly not ten quid's 
worth. Have a look, if only 
because there haven't been 
that many good beat *em ups 
lalek 



The Marriage Chamber at the 
headquarters heart is the last level. 
Here Armoured warriors appear, 
accompanied by Lo Pan who 
floats on a trying cloud. The united 
skills of an three heroes are 
required to defeat the Mandarin, 
tor Lo Pan must be shot, pierced 
and zapped before he is eventually 
killed. On his death Miao Yrn and 
Gracie Law can embrace their men 
once more. 



COMMENTS 

Control keys: I/O letvnghi. V/ 

H up'down. PtoTire 

Joystick: Kempston , Interlace 

2 

Use of colour very good 

Graphics: smooth moving, 

animated foreground spnies 

with detailed but unvarying 

backgounds 

Sound; good play tune and 

suitably hefty spot FX 

Skill levels: one 



four isvata 

General rating; A wel 

<«!meni6d licence with 
plenty going lor it . bul its a high 
price to pay for stick presents- 
lion 



Presentation 
Graphics 
Playabrlity 
Addictive qualities 
Value for money 
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KNUCKLEBUSTER 



Producer: Melbourne 
House 

Retail Price: E7.95 
Author: Steve Taylor and 
Paul Gomm 



B 



y the early 21 st century on© 
in three adults am <n prison. 
To reduce those numbers, 
long sentences nave been 
replaced by rehabilitation surgery 
which removes a criminal's anil- 
social tendencies- Rehabilitated 
criminals flbe Re-Formed Of 
Androids), cannot think indepen- 
dently and take up menial posi- 
tions m police no-go areas and 
Penal Re-Fomi centres. 

Faced with the prospect of a 
reforming lobotomy, Deke haa 
escaped from his holding prison. 
in so doing he damages the city's 
central computer, thus ensuring 
the inevitable destruction of the 
city itself . 



7 PAUL L 



Melbourne housi tore come 
up with something rhgt *eVe 
ait seen before There isn't en 
iota of Knuckledusters that's 
ccyftptstety original. The 
graphics are very tionng and 
littta imagination has been 
used on the backgrounds. 
Deke is weti animated, but stew 
to read in itw fight sequences 
The title music its very tuneful, 
but sound dunng the game 
contains the same okf white 
noise effects. Knuckledusters 
is repetitive and represents tew 
vafur 




If Deke reaches city limits he is 
sale, but to do that he must pass 
through six hostile zones - the cell 
blocks, guard area and pnson wai i , 
the city, down town precinct, outer 
city wall, and via a single exit ihe 
city wall rtself- With the crty head- 
ing for self destruction, Deke's 
escape time is limited- A running 
on screen countdown shows the 
lime he has left. 

Five types of android lie in wait 
on Oeke's escape route, each can 
be avoided or (ought. Evading 
opposing androids allows Deke to 
expkxe furiher. To do ihat he can 
run to the left or right, jump 
upwards or drop down lo other 
levels and pass through doors in 
his mutti -level platform world. 

Some androids cannot be 
avoided, they do not let Deke pass 



JMIKE L 



"As a lull price game. 
Knucklebusters hasn't a lot 
offer. The graphics are nice 
enough, wiih some pleasant 
animation, particularly on the 
mam character, but I had a 
problem finding much playabi i - 
n there. The basic storyline 
is okay (if slightly short), but the 
game itself seems to lack any 
amount of new ideas or 
interesting btts. The lune and 
effects are good, but a suc- 
cessful game needs more than 
pretty graphics and lunky 
music to do well, as I'm sum 
the folks at Melbourne know. 
Not the best game they've ever 
producer! 






ETH L 




I couldn't believe that 
Knucklebusters was a full- 
price release, you certainly 
don't get much for your 
C795 The graphics are 
pretty basic, and the charac- 
ters (though well defined) 
tend to repeat themselves, 
adding no depth to the 
qa me pi ay There is some 
good animation though, 
especially the smoothness of 
the central character. The 
title tun« is very original, but 
listening to it is the only real 
pleasure to be gained from 
this program. I don't think 
that Knucklebusters will get 
very far. " 



easily and require a sustained bat- 
tering with kicks and punches 
before they die Oihers can be dis- 
posed of merely by running into 
them. Points are awarded tor kil- 
ling the lobotomised individuals. 
with an accumulating points total 
shown on screen.' 

Combat with androids reduces 
our escapee's energy levels, dis- 
played on the right of the screen 
Should these fall to zero Deke 
loses one of his thtee tores His 
energy reserve is topped up by 
uncovering hidden supplies of 
food and drink. These together 
with keys for passing through 
locked doors, extra points and 
lives are concealed beneath) boxes 
and oil cans and behind doors. By 
kicking or punching away obscur- 
ing 6b|ects these items are 
revealed . automatically picked up 
and displayed in the box al the lop 
right of the screen, 

However, some of these hiding 
places conceal ambushing 
androids, nothing at all or are 
booby irappedjfwhen they are, a 
life is lost and a deaths-head 
appears in the acquisition dor). 
Deke is not able to uncover any 
object or escape through a door 
whilst being attacked. 



i COMMENTS /_ 

Control keys: definable 
Joyatic k: Kemps! on . Interface 
2, Cursor 

Use of colour: unimaginative 
Graphics: some good anima- 
tion on large characters, but 
generally lacking m vacation 
Sound: reasonable title tune, 
little else of note 
Skill levels-, one 
Screens; continuous scrolling 
General rating; A pi at for m - 
cum -beat *em up which soon 
becomes tedious- 



Presentation 




Graphics 




Pi ay ability 


50% 


Addictive qualities 


49% 


Value for money 




Ovet 
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HPip Us T o -Help nro "- 



,ues- 



Yes it's another one of those psuedo-nosey form tnmgs — 

tiorinaires have their uses - we want to know what you think about 
CRASH and theadditions we have planned, and whether you want us 
to change anything. Perhaps you like things as they are -it's up to you 

to tell us. 

Please fill out this form to the best of your ability, then send it (or a 

photocopy if you don't want to cut up your CRASH) to 

CRASHTIONN AIRE, CRASH, FREEPOST (no stamp required) Ludlow, 

Shropshire SY8 1SR to arrive here before 28 May 1967 
The first form drawn out of Mailbag after this date earns the sender 

£50 worth of software of his or her choice, plus a CRASH cap, T-Shirt 
and Sweatshirt. The next four forms drawn earn their senders £10 

worth of software, plus a cap and T -Shirt. 

Thanking you in advance for your help . . . 



^** »" wrj 



^^oTirmue nce 

c omP^ tet **_ t priority ] /" 
w Friend s^ 

I \ author 

l i.{ producer 

p} price 




YOU ARE WHAT 
YOU READ . . . 



just tick the appropriate box(es* 
or enter a figure aa reqi 



FIRST 

SEX 

Are you . • 

MALE 

FEMALE 



CD 



Roqer Kean 



Do you intend to purchase a 

utility in the NEXT six 

months? 

YES 

NO 

If YES, please state type 



AGE 

How old are you? 

OCCUPATION 

, Are you . . . 
. A) At school 
I b) At College/University 
C) Working Full Time 
I D) Working Pari Time 

I E\ Unemployed 
\coirt>"Jr 

iV^SBtfStV J 

YES 



Have you purchased a 

peripheral in the LAST six 

months? 

YES 

NO 

If YES, please state type , . 



Do you intend to purchase a 

peripheral in the NEXT six 

months? 

YES □ 

NO □ 

If YES, please state type . . ■ 



Do you intend to buy a new 

computer in the next six 
I months? 

YES i 

NO 

If YES, please state make of 
I computer you intend to 

buy . . . 






When did you first buy 
CRASH? 

How many issues have you 

bought since then? 

ALL 

SOME 

Jf some, How many? 



I 



On average, 

how many other people read u 

your copy of CRASH? 



How do you get CRASH? 

Subscription 

Reserved/delivered by 
newsagent ft 

Off the shelf 



In order of preference, which 
other computer magazines 
do you buy or read? (points 1 

Computer & Video Games 

□ B 
Computer Gamer 

Popu lar Com puting Wee k ly 
Popular Computing Worfd 



Sinclair User 
Your Sinclair 
Other (Please Specify) 



n 



l 



. IfcWJFJE^^^-i;^ 



f> 



IN GENER Al 

Please award marks out of 

ten for each of the following 

features in CRASH 

Adventure Trail 

Advertisements 

Charts 

Competitions 

CRASH Course 

Editorial 

Fear & Loathing 

Forum 

Frontline 

Lunar Jet man 

News 

PBM Mailbox 

Playing Tips 

Previews 

Reviews 

Money Saving Offers 

Subscription Offers 

Tech Niche 

Tech Tips 




J 






What do you think of the 

standard of CRASH'S 

covers? 

GREAT 

RUBBISH U\ 

What d0 youtbinkof features 

such as Tamara Knight and 

Terminal Man' 

GREAT 
OK 

RUBBJSH 



5 






Any comments about any or 
all of the above? 



■') 



'****itetM.i50 



^rcentage"* 



iPW^^lS's coverage <>* 

Uottware a c < 

In©*"* 
i prev***'* 
[Reviews 



Would you be interested in 

««.nfl a Readers' Game 

Challenge? 

YES 

NO U 

ff YES, which format appeal 
*o you most . . , w s 

Reader Vs Reviewer p, 

Reader Vs Reader Hi 

often fmdyourseff in agree- 
ment with? 

Ben Stone 

Paul Sumner 

Mike Dunn 

Richard Eddy 




e^oy^? e ^ Wsd ^ed 

yes 
no 

Y£s 



*- 



Are the e 

No D, 

Howoff ftrt *j 

M VS 

Merely * 

Never 






D 

a 



^proved? °^" 
YES 

NO 
' r ^S,how? 

■ ■ * 



»-< 



"W^**" 



NO 

' shot??™ enou 9h screen 

VES 

NO 



a 
a 



AND 
FINALLY 



■ ■ 



A realhy nosey bit which will 
help us work out who you are 
and what you're about. If you 
feel strongly about it, don't 
fill »n this part - it's more 
important we know what you 
feet about CRASH - but we 
would appreciate it if you did! 

How much money do you 

spend EACH WEEK on Soft 

Drinks? 

£1 

E2-E5 

£6-£10 

Over £10 



}%' 



How much money do you 

spend EACH WEEK on 

packet foods like 'crisps'? 

£1 

E2-£5 

£6-£10 

Over £10 



How much money do you 
spend EACH WEEK on ham- 
burgers or o t he r ' fa st fo od s ' ? 
|£1 

C2-C5 
£B-£10 
Over £10 



Which TV Station do you 

watch the most 

BBC1 

BBC 2 

ITV 

Channel 4 



□ 
□ 

D 
□ 



And how many hours EACH 

WEEK 

do you watch TV? 



3 

* -* 

I 

.. r-' 

I 



I 



| Which Radio Station do you 
listen to most? 
BBC Radiol 

Independent Commercial 
Local BBC 
Radio Luxemburg 

And how many hours EACH 

WEEK 

do you listen to radio? 



D 

n 






Name 
I Address 

are?"""*' „ ra 

b I T-Shirt size. 



^m 



i 




B 
C 

® 






Sentinel Awaits Your Challenge. It's What You've Come To 




TAPE 




BBC 
COMMODORE 64 



T 



niMMi 



Jrm Uitk * If*** • 



"A new breed. . , the best game ever 

AMTIX 

"The ultimate in game satisfaction'. 

C.AV.G. 

"The fcesf ^ame eyer imtten for a computer". 

ZZAPS64 

PMW» SOFTWRE 
FIRST FLOOR, « 7« NEW OXFORD ST.. LOHOON WCl* 1PS 







SPECTRUM 
AMSTRAD CPC 




WORLD GAMES 




Producer US Gold/Epyx 
Retail Price: C7.95 
Author: Choice 

low's your chance to be a 
sporting superhero by tak- 
ing part m eight interna- 
tional events, representing one of 
18 countries You decide how 
many events to participate in, and 
results are checked against the 
world record by selecting the 
appropriate option. The eight 
events are - ■ - 

1 Russian Wetghilifting 
Competition is m two classes, 
the snatch 1 and 'clean and 
ienV Three lifts are made in 
each, followed by a fudges 
assessment. The litter who 
rates the greatest weight 
wins the contest. 

2 German Barrel Jumping - A 
pre- selected number of bar- 
rels stretches across an ice- 
rink. Competitors skate 
towards them, using their tim- 
ing and skill to clear them with 
a mighty leap. Whoever clean 
the most is the winner. 

Jgareth l__ 



" I'm not as impressed with 
this as I was with Its pre- 
decessor - especially 
because of the ridiculous 
wart between events. The 
graphics and animation are 
quite good, and colour 
clashes have been kept to a 
minimum. The backgrounds 
seem very similar though, 
they look as it they were 
thrown together at the last 
minute. As far as play ability 
goes, it's great fun! Espe- 
cially if you get some friends 
in to compete against, which 
makes the joy of winning 
even more. " 



3 Mexican Cirri Diving - Here 
you choose the height from 
which lo dive Irom the cliffs of 
Acapulco. The wind speed 
affecting each dive is shown 
by an arrow's length at the lop 
of the screen, and points are 
scored lor style and height 

4 French Slalom Skiing - A 
series o* flags run down a 
snow covered hillside. Good 
reflexes, agility and precision 
are used to ski through these 
■n the Quickest time possible. 
A five second penalty is added 
for hitting a gate, whilst a fall 
results in disqualification, 

5 Canadian Log Rolling - Here 
you have to stay balanced on 
a floating log which is being 
rotated m either direction by 
the feet of a lumberjack. Three 
attempts are allowed to com- 
plete the event, ihe Lasi lum- 
berjack to stay on the log is the 
winner. 
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► Log rolling is just one at eignt 
evtntt. Here, the unlucky 
cenMsnt it ifaoat to be *tt«k«3 
by • shark. 



J MIKE t_ 



" I've waHed along time for some son of follow-up to Winter games, 
as we never saw any oil he Summer Games on the Spectrum -soihis 
is u , The graphics are very nice, but I leu It was a little bit annoying 
having to load the events in one by one, especially as they were able 
to load naif of them al the same lime on the predecessor This ►$ one 
of the betier sports s«ms available, and I reckon that for the price, the 
amount of payability and testability you gel are matched just about 
right. Worth looking at. " 




American Bull Riding - H ced- 
ing on by a piece of rope, you 
musl stay on the back of a 
spinning bull for eight sec- 
onds. Points are scored for 
style, with the length of your 
rope and ihe unpleasantness 
of your chosen Dull taken into 
account. 



Scottish Caber Tossing - 
Hem a small tree- trunk is lined 
and thrown. The caber must 
flip over after il has been 
thrown, and the furthest throw 
wins. 

Japanese Sumo Wrestling — 
Taking me part of an obese 
oriental matman, you attempt 



J PAUL L 



"I'm sorry to say that Worid Games is not as good as Wmier Games. 
The graphics don't look as realistic and there snot a tone to be heard 
anywhere. It Seems like an eternity waiting for each game to load, and 
when it does n isnt really worth the wait The controls make you feel 
as it you are using a computer and not actually playing a sport. 
Perhaps the next one in the series will bnng back some realism to the 
games " 



> Inks Iks sea surno nhot og r a phii Cameron has won a lucky 111. 



IP force your opponent oul of 
a tiny ring. The contest's 
length and the react ion time ol 
combalanls determines Ihe 
score. 

The Grand -Champion of these 
World Games is chosen on the 
basis of five points for each gold 
medal received, three points for 
silver and a single point for bronze . 



r-l 



COMMENTS 




Control keys: delmabie 
Joystick: Kempston, interface 
2. Cursor 

Use of colour adequate for 
the job 

Graphics: uneven m quality 
from eveni to event 
Sound: meagre spot Fx 
Skin levels! vary between 
events 

Screens: eight events 
General rating: A bit disap- 
pointing compared lo previous 
games in the series, but 
nevertheless, a worthwhile 
package for the money. 



Presentation 
Graphics 
Payability 
Addictive quah 
Value for money 
Overall 



umo 



. COMPUTER 




SPLOOOSH! 



£ 



*G, 



THERE'S SOMETHING 
FISHY GOING ON COMP 



25 copies of Sweevo's new adventure, 
HYDROFOOL up for grabs too! ^ 



H 







SWEEVO'S BACK m a 
new and frothily excit- 
ing graphical adventure 
dubbed Hy&ofaol. The game 
takes place in the watery work) 
of Deathbowt - a planet which 
has suddenly, and for no read- 
ily apparent reason other than 
Greg Follis likes drawing bub- 
bles, been transformed into a 
huge aquarium 

the action, swimming In raw 
emotion, takes place agamst 
art almost familiar 3D back- 
ground, but now features 
amazing 

HYDROMATION 

- a technique so revolutionary 
no-one really understand 
what it's all about, least of all 
anyone at FTL However, 
those 'm the know' are staying 
clammed up about it. 
Like Sweevo's World, 



Hydrofoot is an arcade adven- 
ture with hilarious overtones - 
for a f ult report check out the 
preview section. 

s definitely not for the 
hard of herring* says FTl 
Royston Carter, referring no 
doubt to the bubbly Rob Hub- 
bard sound track. And for 
1 28K owners there's extra 
music, enough to fill the 
Halibut Hail as Andre Prawn 
told me. But wart a mo. I 
thought; mere humble comps 
minion I may be. but even I 
know you can't hear music 
underwater. Ah,' replied Greg 
Folds sagely, gen 
Rocker's quiff," t 
don't burst under water 
either. ' It was a statement 
designed to baffle a poor, 
over-worked competitions 
person - but then, that's Greg 
Folfls for you. 



Sadly, Hydrofoof won't be 
including the Ludlow Choir's 
rendition of Whale Kipper a 
Whelk home in the Eetskfe, 
which is probably iu st as 
well 

Anyway, enough of the finny 
stuff and on with the business. 
Carter FoKis Industries and 
FTL are Offering £t DO worth of 
home aquarium equipment to 
the winner of our little comp; 
just right to get you into the 
Hydrofooi mood. And for 25 
runners up there are copies of 
the game too! 

I've dreamed up something 
always a nightm;? 
me - unravelling balls of twine 
bunged carelessly into n 
broom cupboard by heartless 
reviewers is a daily task. So all 
you have to do Is find wh 
fishing line in this tangled skein 
leads to the fish, jot it down on 



a postcard, or on the back of a 
seated envelope, and Plaice it 
in a postbox addressed to 
THERE'S SOMETHING 
FISHY GOING ON' COMP, 
CRASH, PO BOX 10, LUD- 
LOW. SHROPSHIRE SYS 
1DB. Entries in by 25 May 
please. 

bTSET**- ******* "** 




BOOZE 

A deadly drug? 

EYE SPY 

We in vestfgate the 
private investigators 

PRINCE 

A right royal 
retrospective 

MAN IN A 
SUITCASE 

iei The Tube 
In Newcastle 

SOAP OPERAS 

Professor and Sun 

reveal all! 

GRIPPING 
INTERVIEWS 

wHh Kid Jensen 
KMd 



WIN! 

The Slur Trek pilot 

A Tomato camera 

Pretty In Pink vids and LPs 




3wv mm 

ON SALE NOW! 





l&Senrices 



EASTANGLIA 



RJCElfCTTtOMCS 

133 London Road South. 

IMMMft Suffolk 

MMM 

Spectrum (mw 

f17tu»fiftrt*w 

Ke/tiwdEl? 



EAST MIDLANDS 



£180 for 6 in i filths! 

Get read h> 000% 

of Spectrum owners! 

Advertise your services 

ben! 



£180 for 6 months! 

Gel read by 000\ 

of Spectrum owners! 

Advertise your services 

here! 



Math Stre et, 

PhIbi tMMiHigh P€7 

® (0733) 241718 

Nwr, low H»*d pnc» SpidFVn (If, Umm 

ra, hk*i f.t», 2x *me t » 

Alnc + PPttBO 



aTKTItUM HOSPTTAL 
CENTRALISED SERVICES LTD 



7511*3 

HTW ii ajuaW teil e a 
f 1700. toe Myttam tsejtnj M print mcUM 
mend tstrn mmt 2i hw sen** 



E is<> for 6 months! 

Get read try 000 's 

■ >f Spectrum owners! 

Advertise your services 

here! 



£180 for 6 months! 

Get read hy 000 s 

of Spectrum owners! 

Advertise your services 

here! 



NORTH EAST 



ft* details at tdwrtising It) this 

section, contact Htcfc WW on 

(0684) 4*03 w write to him at 

Publicilionv 

1 a King Street, uidtow, 

Shropshire, SY8 1GB 



£180 for 6 months! 

Get read by 000s 

of Spec l rum owners! 

Advertise your services 

here! 



SOUTH WEST/ WALES 



I, T. WESTERN ELECTRONICS 
Unit S2A ft S3, Avomidt Enter- 
i Park, NewtxTXHjrrtoci Rd, 
,Wtttl. 150225 709017 

ntpen SMdnjaftoEi? oo. Kvytuan 

a 30 mrhn I lemon* tITQO tstfi Ml 

Mymcaane dntn wpcomi 



£180 for 6 months! 

Get read by 000 *s 

of Spectrum ownersl 

Advertise your services 

here! 



CAPITAL COMPUTER SERVICES 

UnttW,C*rtmWorfcjhop4,Lewti 

Rd, Ea«t Moors, Cardiff CfT 5Efi 

S Cardiff (0222) 461801 

Soertwi reoan fV7 ha» re Sfnonm 



SCOTLAND 



Area, Cumbernauld 888 9HN 
« ©23*7 37110 

RtoiMtoal S«der nrqt. nt menace. 

MuwIiim, men**! 3 nvjntti Mrraify 



NORTH WEST 



M,S,COMPVTTR SERVICES 

IMt 2, Th* Orchard, Warton, 

r*re*ten, Lancashire PW1 BE 

® (D772) 832886 

Pepefl£tt»^we.Wrwt#M)und j 

monffi guewtet 
W«y pep flvjnKr 
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MERELY MANGRAM 




#&**? 



► * twt» horn MHWI* Eanh and tive :" 3 f JKV3W. 01 Mcdo* - Out wrtvrie's in win 7 



After many moons, and 
having answered I he 
prayers of at least one 
reader (see FORUM 1), I've found 
me time to do a more newsy pre- 
views intra. Over the page there's 
a spread of three games, two from 
QflEMLiN graphics - one almost 
ready. Thing Bounces Back, and 
Mass well in development - and 
one from r- r uoAmorLE omhcs 
which is called Hydrotoof. but is 
realty Sweevo s R Meanwhile, 
beck on this page 

It's London, the swinging Twen- 
ties, and the Chariest on is all the 
rage - except in one small settle- 
ment - Arkham, What ever hap- 
pened to the pleasant country vil- 
lage of Arkham? One minute a 
quiet place, barery on the map, 
and now , Well, something 
strange has happened - and 
nobody knows quite what's going 
on. 

That's where you enter the 
scene, a reporter for the London 
Cntonide in search o< thai elusive 
exclusive and perhaps an answer 
to the Mystery of Artfcam Manor, a 
two-part adventure thriller from 



The first part is set in the village 
itself, the second In the surround- 
ing countryside There's plenty of 
interaction here as communicat- 
ing wrth the inhabitants is essential 
(or ferreting out snippets of infor- 
mation . The screen's split into 
lour, the largest section being an 

act«on window lilusiranng Ihe 
reporter's mo vernents. On its right 
is an option window displaying the 
possible actions, and at the bot- 
tom s«t object and information win- 
dows, the Saner for conversations 
with other characters Will the 
Intrepid CRASH journalists be 
capable of sotving the mystery? 
More action, adventure, and 
Intrigue next month. 

Staying with Melbourne house. 
it seems that the only way for 
upstart Hobbl Frodo Baggms to 
prevent Thonn from sitting down 
and singing about go*d is to sign 
upanotherlicencedeal So, lor the 
third time, here comes an adven- 
ture bated on Tolkien's Middle 
Earth series. Described by mev 
bourne house (with commendable 
adjectival restraint) as 'a bnlliant 
piece of fantasy software'. 
Shadows ofMofdor centres round 
Sam and Frodo's escapades as 
told m the second Lord Of The 
flmos book, The Two Tower*. 
Inputs are made m standard beam 
acFTWAaa tnghsh with an 800- word 
vocabulary; so now you can say 
virtually anything you want with 
sentences of up to 1 28 characters 
*n length. 

Derek will be casting an eye over 
it next month. In the nwanbme, get 
your taste buds langiing for yet 
another Hobbit game from i 



i - a Lord Of The Rtnga 
arcade game dealing heavily with 
the batws. For more information 
on thai, tune m next month when 
CRASH has a natter with the 
game's designer, veteran prog- 
rammer Mike Singleton and the 
programming team 

Talking of veterans, Hyou 
enjoyed Don Priestty's Trapdoor. 
then you'll be delighted to hear 
that he's currently developing his 
next graphical m aste rpiece for 
piranha, called Flaunting Fkmky 

And a right royal game rt Is too. 
Designed to appeal to those who 
can't get enough Royalty from the 
pages of the Sun or Pans Mm 
aims togiveyou an insight Into the 
goings on down at old Buck 
House. Take control of Fkmky the 
servant, and perform endless 
tasks for the Royal household Get 
it right, or end up on the streets 
being chased by savage Ffanky- 
eating corgrs, 

As we go I o press, ail we've seen 
is a very early running demo, and a 
lot of Flunky's tasks haven't been 
firmly decided upon yet. In the 
meantime I'D leave you with a 
couple of shots of Andy and Fergie 
as ihey prepare for a night out on 
the town. 



Poor old Faro* Pnstop: 'Hayipt 
Maykrf «y fradttei - «»>' rt- •genul 
F<KlfWl«SlUG»HAn; 




* BsmtlriwlwKHHPrMLeArmrWjillowritimatavrafiiliitflrteMurlinrttinwiiafid 
pUr with a fcwtl I&kMip Mmal - Boat" , . stvaestii 





fpn 



rhe office sprawled around ne 
Like the dunp it was. My desk 
iias beside a tall,, arched 
window,, looking out onto the 
)usy city street below. The 
leavy old safe crouched in the 
;orner and a frosted glass 
>art it ion with a door led out tc 
Jelma's desk. 

HOOK OUT OF THE WINDOW _ 



> E*rTr ow morning, fust e» the aey was i 
dacic«j to hn the office. 

Royals always need a detective 
nearby, to Keep them secure, but 
they probably wouldn't want 
pmwnha's Sam Spillade within 
miles - hejusl attracts mayhem 
naturally. Sam stars In their sec- 
ond adventure release. The Big 
Sleaze, currently being program- 
med by delta 4, the team heeded 
up by Fergus McNeil. Creator Of 
Bonsd of The Rings and The Bog- 
g» 

rt'a a spoof of the Great Amer- 
ican Detective, set in New York of 
the Thirties, Sam Spitiade's a pn- 
vate dick operating from a sleazy 
NY office, home to a million 
cigarette butts, half -eaten Danish 
Pastries and a pile of unpaid bills. 
His cases provide loads of adven- 
tures, travelling around the game's 
many locations. Solve them if pos- 
sible, stay alive at all costs. 

Delta « have also Included the 
third installment of Fergus' micro 
magazine, Sceptical, in the pack- 
age, it's a sort of Teletext program 
written with familiar delta 4 over- 
tones. 

From over the sea, Spain to be 
exact, comes AHen Evolution, to 
be released by oremuh oampmcs 
(busy bunch at the moment) on 
their £4.99 label. The action's set 
m the aftermath of a nuclear 
holocaust. Earths surface rs unin- 
habitable - but it suits some nasty 
aliens just fine! Deep m an under- 
ground complex scientists have 
ftnatty discovered a means to 
make the planet habitable, but f i r si 
the aliens must be exterminated, 

After months of development 
they've created a sophisticated 



rftklOkWJllkiS&OflltH 



android to attack the four alien 
forms - when all four have been 
wiped out they regenerate, but this 
time there's frve times as many I 

The main scrolling area is pure 
Woe monochrome. featuring fast, 
multi- direction scrolling and loads 
o< manic blasting action. 016! Oh, 
and apologies lor the screen shot 
quality - it s not Cameron's fault, 
these came from a video. 

Just to round off, have a quick 
look at Leviathan, coming soon 
from EwouSH software. The 
Leviathan is the most up-to-date 
space craft you can imagine, win- 
about the same appeal as an XR-q 
today. Blast your way through 
three planet zones and up to ten 
attack waves on each pienei The 
ship can bank, turn, climb, swoop 
roll, reverse, lend, refuel and then 
promptly disappear up its own 
exhaust pipe. 

So can 1 - back next month with 
more previews. 



RELEASE DATES 

Release dates are often difficult to 
diaccwer, but here** o guide. 
CRASH ia not responsible tor any 
changes which may be made by 
software houses. Allen Evolution - 
June. £4.90, Laviethen - May. 
Mask - July. C7.BS. Thing 
Bounce* Beck - May, E7 95 
HyOrofool - Mav/Jun*, E7.&5, The 
Big Sltut - May £8.35 Exact 
date* are uncertain lor Mystery of 
Arfchem Manor and Shadow* of 
Mordor. but they should be 
reviewed next month. Other games 
mentioned ere st4 In development. 







► Hurtling through the witHetor thatti it the bach of the factory, that's Thine in 
the top one The green ouAel-anepeo Detect Is an entrance/si'i 

BOUNCING 
BACK FOR 
THE FIRST 
TIME 



THING BOUNCES BACK 

Gremlin Graphics 



On the Spectrum this 
Thing's a bit contradic- 
tory. Allow CRASH to 
explain. 

A Long time ago a Commodore 
star simply named Thing was bom. 
Thing had had to save the world 
from an evil Goblin who had run 
amok in the Toy Factory, Thanks 
to all your Commodore-owning 
friends Thing on a Spring was 
quite a success - but he never 
appeared in a Spectrum version. 

There was bound to be A Sequel 
- and there is, and this time a 
Spectrum one as well. So there 
you have it. a sequel without a pra- 
quei - that's computer games for 
you! 

The Toy Factory was eventually 
saved, you'll be pleased to hear, 
but unfortunately the central com- 
puter was left running and it con- 
tinued to produce toys, all having 
an evtl life of their own. fRe}- Enter 

a* la Thing Bounces Sack Thmg | 



Thing. 

Thing, his spnng as sprung as 
before, bounces around a factory 
consisting of platforms, slides, 
power fountains and tubes Col- 
lecting pieces of software, eventu- 
ally to use them in the destruction 
of the haywire computer. Of 
course, the evil toys have different 
ideas, so it's as well Thing can 
bounce over them. 

Additionally, he can sneak Into 
the rectory's ventilation shafts 
wherein he hurtles round, head 
over heels, until reaching an exit to 
another part of the factory. In the 
shahs his direction may be con- 
trolled, but you've got to be quick. 
And the action is pretty fast, so 
you ' ve got to keep Thing well oiled 
too, or his spring stezes up with 
unfortunate consequences. And rf 
that happens there will never be 
another thing to bounce bach. 



i lor breath on a blue pipe. The pipe* era a 



source at great humour - and fnnlr«kn;ioouUhaDYoplDloaii^htrolia|oa« 

pope our arw promptly iaaa 
f. Some of the pipes go tor 



inside H*e a cartoon creature mtM 

back taskta unteti you're ready Id spring 

miJC!, 1 



a» Tomorrow's XIUi - the swooping Leviathan. 





A VENOMOUS 
STRIKE £ 




MASK 

Gremtin Graphics 



hm stoic Matt Trackker makes 
I it to the computer screen In 
| July. Based on IPCs MASK 
action comic, the game follows the 
fortunes of intrepid MASK agent 
Matt, a lone force against thn bviI 
forces of VENOM (Vicious, Evil 
Network Of Mayhem). 

Following a Woody battle, the 
real of the MASK team have been 
captured by Miles Mayhem and his 
VENOM squad. Matt now has the 
perilous task of rescuing his fellow 
agents, who are not only lost in 
space but also in time. What is to 
be done? Simple, hop into the 
trusty Thundercat jeep and trundle 
around a multi-directional scroJ- 
ling landscape m search of the 
other MASKeteers. 

But , wail .it's not going to be thai 
easy: VENOM have sent opposing 
craft out to defeat him , Ki II or avoid 
- two words to be remembered, 



although kill is probably the besl 
one to keep at the front of your 
mindf 

Two of Man's colleagues reside 
on each of the many levels which 
exist m different time zones. But, 
without their masks they're power- 
less - so, recovering those is lop 
of Mart's tet Having retrieved the 
mas* 5, it's off to locate tour pans 
to a key. a complete keysets up a 
scanner guiding Matt id his 
agents. When both MASK agents 
are found. Mail progresses onlo 
lhe next level, further on in the 
future, where the same procedure 
is repeated - only this time 
VENOM are meaner, stronger, 
harder and have even sillier 
acronymic names. More news 
from the CRASH (Creative Biting 
And Silly Hactivrties) team as we 
get it. 
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SWEEVO'S 
UNDERWATER 




• 19 



HYDROFOOL 



FTL 



Gargoyte Games launched 
i heir FTL label at last year's 
PC W Show , and since then 
both FTL products, UghtforcevKl 
Shockway Rider, have been 
futuristic games. However, the 
latest release, Hydrofooi. returns 
lo one of Gargoyle's best loved 
heroes - Sweevo: star of 
Sweevo 's World. 

In his new graphical adventure 
Sweevo is caught up in (he watery 
world of Oeathoowi - a planet 
lotalfy submerged by the old wet 
stuff. Now. here comes the 
Interesting part - this Is such an 
sarty preview that Greg Folhs. 
Sweevo 's creator, hasn't quite 
decided on a game objective' Wen. 
there's two possibilities - erlher 
Sweevo can try to remove all the 
water from DeathbowJ, or ha can 
attempt to keep it in, 

'ft all depends whether there's 
enough memory left,' explains 



Greg, ft there is r it would be great 
to have the water continually 
draining out. That would mean not 
all the rooms could be accessed 
all the time , so teaks would have to 
be performed in a definite order,' 
Greg ' s hoping to have a mammoth 
200 irvner-space caverns to 
explore, and maybe an extra 50 on 
the 126 version, 

Hydrofooi should feature a greet 
deal more action than Sweevo's 
World, and perhaps a few less 
puzzles For instance Sweevo will 
be equipped with a harpoon, of 
sorts, so anything he doesn't like 
the took of can be biasied And it 
should last a longer as lives can be 
picked up along the way - Greg's 
reckoning on an average playing 
time of four hours for players 
experienced In the action. 

Look out tor our rather fishy 
competition . and see if you can 
win yourseiF a copy of hydtotooi. 
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TOP 30 
APRIL 




The HOTLINE AND ADVENTURE CHART comr>ied from I ho votes 
of CRASH readers t$ the me j chart for gauging the popular - 

ity of Spectrum games - it >s the games that are being played that gat 
the votes, not the games that are m the shops this week or month. 

And the votes are "mpcian! h'suptoyoutoietusknowwhalyou 
feel, so Wt in the voting forms which live on the RESULTS PAGES and 
make your voice heard, 

mi don t want to carve up your issue of CRASH, we understand. 
Use a photocopy rf you (ike. or copy the delate from the voting 'arms 
onto a postcard, or the back of a sealed envelope, and send mat to 
usinste r 

Apan 'Tom the satisfaction of registering your vole, there's always 
hance of winning a prize. Each month we draw ten winners from 
fa voting forms reeled - five lor the tHQTUN ufor the 

ADVENTURE ch,. 

A top prize of C*Q worth of software (your choice, not ours) and a 
CRASH T-shirt is awarded to the firs* sfo drawn from the HOTUNE 
votes, and another C40 of goodies and a Shirt goes 1 a the Adventure 
draw winner. 

Four runners up from each ballot box collect a CRASH T-shirt and 
• CRASH Hal So get those votes ir RASH HOTLINE and 

CRASH ADVENTURE TRAIL. PO BOX 10, LUDLOW, SHROP- 
SHIRE SV8 IDS 



Ho-ho, we did have a bit of a giggle with the old Adventure Chart 
test month aa rt was our April issue. DM you notice that THE 
pawn from RakiWrd crept in at number 307 You did! It isn't even 
finished although most Sinclair users think it is Anyway, back to 
tti is month and after a long time slowly clambering to the top THE 
BOGGfT ha* made it The most significant shuffle this month is 
Rainbird's Lev* * completion - JEWELS Of DARKNESS which 
I an emajdng 22 places Into the number 7 tto t. 



Af'd ihm Attvntur* Tntf$4C of moftwmrm gam* to Mlchwol Bailey from 
WTwfon A*tan in Stmttordwhirw, Thm tour runner* up ant; R David K*rt 
from tVwitfiaat Bmrmtghiun; Adrian L lie* front Hsrtew. Ettmx; 
Jonathon Leach from Sidmcvm\ Devon and Craig Buxton from 
QUry m pi*, Sc etat n t ! . 



No change for the games in the top five slot, ail hanging or. t\ 
there. Eight new entries this month, with OUAZATRON mat*) 
an amazing reappearance at number 14 after being out of ff* 
charts for some time. As ferae the Software Homes 
go, EHte appear to be doing pretty watt for themselves, 
six slots in the chart, A few surprises this month, but, KM 
say. favourite games never die -they just get included on 
lafJone, 



TTUtmooth'tw4nnmo(C*OotxsrTwm*tvrtr>*Hoan*Chmri 
Haywood from Brighton m $"**** Tti* four runnmrrup an 
bom Brwmmton, Derby: Stapttan B rasaingt on Aram Sutton-**- 
AahfMtt Stiaun F atrtoroth er rwvn Burton On-Trmnt and 
Turner *xvni*to»n *i 
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Hotline Top 30 

1(1) GAUNTLET OS GOLD 



2 (2) COBRA 



OCEAN 



3 (3) PAPER BOY 



ELITE 



4 (4) URIDUJM 



HEWSON 



5 (5) THE GREAT ESCAPE 



OCEAN 



6 (10) STARQLIDER 



RAINBIRD 



7 (6) BOMBJACK 



ELITE 



8 (?) ELITE 



FIREBIRD 



ft (14) COMMANDO 



EUTE 



W{11) MATCHDAY 


OCEAN 


11 (9) LIQHTFORCE 


FTL 


12 (26) FEUD 


MASTERTRONIC 


13 (1 3) GHOSTS AND GOBLINS 


ELITE 


14 H OUAZATRON 


HEWSON 


18 /-J DYNAMITE DAN 


MIRRORSOFT 


16 (-) DOOMDARK'S REVENGE 


BEYOND 


17ff«J TOP GUN 


OCEAN 


iaW BOBBY BEARING 


THE EDGE 


19/fe/SCOOBYDOO 


EUTE 


1 20 (12) TRAPDOOR 


PIRANHA 



21 H FIST 2 


MELBOURNE MOOSE 


22 (10) LORDS OF MIDNIGHT 


BEYOND 


23 (17) SPACE HARRIER 


EUTE 


24 H SPELLBOUND 


MAD 


28 (25) TERRA CRESTA 


IMAGINE 


26 (•) ALIENS 


BUG BYTE 


27 (15) TRIVIAL PURSUIT 


DQMARK 


28 (22) BATMAN 


OCEAN 


29 (8) FAIRLIGHT 


THE EDGE 


30 (•) SUPER SOCCER 


IMAGINE 






to •* 



Adventure Top 30 



1(2) 


THE BOGGIT 


CfiL 


z(i) 


HEAVY ON THE MAGICK 


GARGOYLE GAMES 


3*W 


SPELLBOUND 


MAD 


4(5) 


KNIGHT TYME 


MAD 


5(4) 


BORED OF THE RINGS 


CRL 


em 


THE HOBBIT 


MELBOURNE HOUSE 


7 (291 JEWELS OF DARKNESS 


RAJNBIRD 


«ffl 


LORDS OF MIDNIGHT 


BEYOND 


*(to) 


LORD OF THE RINGS 


MELBOURNE HOUSE 


1 (14) PRICE OF MAGICK 


LEVEL 9 


11 (13) 


SHADOWF1RE 


BEYOND 


12 am 


RED MOON 


LEVEL 9 


13JVJ 


GREMLINS ADVENTURE INTI RNATIONAL 


14 am 


FAIRLIGHT 2 


THE EDGE 


isr*tj 


SHERLOCK 


MELBOURNE HOUSE 


is/w 


FAIRLIGHT 


THE EDGE 


tram 


MINDSHADOW 


ACTMSION 


18/177 


MIND STONE 


THE EDGE 


t*mt) 


MARSPORT 


GARGOYLE 


20 £23/ 


DRACULA 


CRL 


21 (25) 


HAMPSTEAD 


MELBOURNE HOUSE 


22(22) 


SPIDERMAN ADVENTURE INTERNATIONAL 


23 (20) 


SWORDS AND SORCERY PSS 


24 (25) 


SEA BASE DELTA 


FIREBIRD 


25(28) 


VERACRUZ 


INFOGRAMES 


26 (24) 


KAYLETH 


US COLO 


27 H 


DOOMDARK'S REVENGE 


28(27) 


WORM IN PARADISE 


LEVEL 9 


29 (18) ENIGMA FORCE 


BEYOND 


30 H 


IMAGINATION 


MASTERTRONIC 



SHManj 



3K1&. 



J 'w«Oin 
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CRASH T-SHIRTS/SWEATSHIRTS/CAPS/ 
BINDERS OFFER 

All quoted prices include VAT, post and packing IUK only) 

Continental Europe and Overseas, please add £2 extra per 

item ordered. ei«i* 

PltMM itdk the ooorop* 41 1 bo* 2 cnuriin 

Sue ^LJ mu li_i 

. . CRASH T shirt(a) at £4.50 each 

. . CRASH Sweatshin(s) at £8 95 each 

. . CRASH Cap(s) at £3.95 each, 

. . CRASH Binderls) at £4 50 each. 



f«m in capitals cHe»» 

□ Please send me 

D Please send me 

Q Please send me 

Please send me 

Name 

Address , . 



■ . , . 



Postcode , 

I enclose £...,,. made payable to 'CRASH' 
Cheques or postal orders only, please 

COMPLETE CRASH OFFER', PO BOX 20, 

LUDLOW, SHROPSHIRE SYS 1 DB 




THE TERMINAL MAN 



lemories of heat . . * 
Memories of fire ... A giant was dying . . . 



THE LINER RftCFIPIfl PiP NOT ExPLOPE 
INflNERR-SPUTTINfr WHITE BRNfr - 



- There wjhs no air to 
fuel the explosion 

OR C-fiRRy THE SOUNP-if 



At long last, and after many 
requests, THE TERMINAL MAN 
comic strip is back in a new 
1 2 -pa ft ad ven t u re s t arting thi s 
month. But first, a six-page 
resume of the lirsl 12 episodes 
to set the scene . . . 






^i 



>•.-£ 



vX- 



rrnSHE BuRNEP WiTH 
THE COLOUR OF BLOOP - 
FIERCELV RNP SlLENTLV 
CON&UMIN& HERSELF WITH 
HER OWM INTERNAL RlR , t i 



WHEN SHE 
HJT THE 
PLRNET'S 
FTWDSPHERC 
SHE CflRV£p 
R PRETTY 
FIREWORK 
PISPLHV IN 
THE NIGHT 
SKV — 






V 



MINUTE 6 LHTER HER 
REMAINS TORE R &RERT 
SCHRREP FURROW IN 
THE PLRN&T'S SURFACE .» 



■V'"', 



>■ 



-. » 



■■; 



SHE HRP BEEN R Bl& LINER 
HER THIL SECTION HIT 
RT R 5HHLLOW Rist&LE — 



Stricken by an anomalous hyperspatial jump, parts of the great liner Arcadia crashed spec- 
tacularly onto the barren surface of the strange planet. Amid the crackling fires a few sur- 
vivors stood numbed by shock, yet were still capable of surprise at the sight of a tone man 
striding unscathed from the hottest part of the conflagration. 

His uniform tag said he was Cross, one of the Arcadia's officer*. Wielding authority coldly, 
he ordered the survivors to find a means of getting away from the wreck. A passenger 
protested; in the event of an accident, they were supposed to remain close to the liner. Cross 
pointed at the sky . . . 
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MO 

RESCUERS 
WILL COME 



-THE 
r ARCRPLG HIT 
RN RNOMHL1' 

IN HER LOST 



£>- -* 



The system wo which they had been 
fling contained thousands of planets 
arranged in what Cross explained was 
a Dyson Sphefe-afeat of technology 
far beyond the capabilities ol Earth 
Federation scientists. But the planet's 
inhabitants were primitive, as the sur- 
mors discovered moments later when 
they were attacked by warriors. 
Through ingenuity and que* thinking, 
Cross drove them oh by releasing a 
super-cooted stream of Hqukj oxygen 
from a cylinder. The attackers lied, 
carrying one prisoner with them. 

with the threat removed. Jin Kimas. 
a g*t with some Pai Powers, examined 
Cross' hands for oxygen frost buns, 
but she found none Her suspicions 
aroused, she demanded to know who 
Cross was - and to her horror, he 
showed her 




Dunng Arcadia s lasi dying 
moments, in the intense heal o< the 
fires on hoard, a strange silicon wuS in 
the planets atmosphere xtveded the 
ship's computer end reacted with i he 
party consumed body of Officer 
Cross The new being 'rebuilt' rrwssinQ 
parts ol its host body using computer 
graphics, so that the computer could 
fum its primary function -to get trie 
Arcade's passengers - or what 
remained of them - safety beck to 
Earth. 

Doss began moving the survrvors 
away from the smouldering hufc. 
across the barren landscape. After 
many hours they came to a poor mud 
viage where Cross and Jin spoke to 
anoJd man and asked him where they 
might find the starsfrps that traded 
between the Dyson Sphere's planets 
The ancient was wtwnsicaJ N was 
blasphemous to utter the word star- 
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srtp" * yet he knew it lo be pert of their 
raoai memory, The ships were long 
gone and forgotten - almost . . . 

In the wicked city ol Kebwob. its 
despot Vilgarre enpyed breakfast on 
his high balcony, entertained by the 
pains of a 'heretic 'who was being tor- 
tured tor taking of flying through 
space and visiting other worids - the 
eaptuied prisoner from the Arcadia, 
supported his priests - 
wee another in hie arsenal of 
ncal weapons for the oppression 
of his subjects -but he had an interest 
m the planet-infested sky above wrwch 
was not so Godry . 
He hoped the 'heretic' from the 




Nan no wreck oouW te» him something 
of his trying ship's nature, perhaps 
something of the worids out there thai 
Vagerre craved <o rule, and more to the 
port, how a star vessel worked. 

But the passenger was no physicist 
h his pam ha babbled about a man 
caNed Cross, the only one who might 
know how lo buitda space ship for Vil- 
garre and help him spread his empire 
across the sky. 

In the triage Cross and Jm teamed 
from the old men that guarded rel>g- 
lOuSrehcsUry in the desert, but from 



the way ne spoke of them Cross sus- 
pected they rmght be the remains of 
old space ships Leaving the survivors 
in the care of me vHagers, Cross, Jin 
and e gambler catted Wendre* set off 
m search of the relics. 

After many days journeying, they 
came across the ancient hulks, and 
approached them unchasenged. 
Leaving Mandrel and Jm to keep 
watch, Cross located ihe ship com- 
puter's vestigial memory and merged 



with it. But it was quickfy apparent that 
ihe veaeaiahad law there for centuries 
-they would never fly agam 

The three returned to the village to 
find death al around. One fellow lived 
long enough lo tell them that Viigane's 
men had attacked, slan the villagers 
and left wtfh the Arcadia's survivors m 
chans. 

Wrth Ws pecuttsf tittles, the 
oeperwg scwrjers nrs-reatrsa 
across the desert was st* clear to 
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Unaware of the outlander s superhu- 
man strength, fhe Guard Comman- 
der s last scrap of awareness , as his 
own Made steed through his throat, 
was to discover just how lift le he kne* 
Jin and Mandrel grabbed arty 
weapons they could lay hands on But 
(here wen* loo rriany enemies, and the 
three were forced to fkw through the 
rear of the building, out towards a 
primitive suspended railway behind 
ihe hovel. 

Gtato^ one of the wooden boxes 
mai passed for cars on rhe moving rel- 
ay, they leapt aboard and were taken 
out ol the station across the rooftops. 
The chasing guards boarded the fol* 
lowing car.hut suddenly Jin saw 
another car approaching from the 
opposite direction , also Med with 
enemies. They were trapped) 

tn desperation , Oose reached up to 
the pulley carrying their car on the 
overhead rope, and stopped it from 



Cross So he set off with Jin and Man- 
drel in pursui 

The trail lead them !o Kebwob, but 
with rtshigh.wei-guafded watts 
Cross computer mind calculated their 
chances at getting In as being very 
low Mandrel had a plan however - 
one that played on a very human emo- 
tion Cross knew nothing about - 
greed. 

the story was that M andrel, a man 
made mad by gambling and posses- 
sed ol valuable trinkets (such as ctigitai 
Hatches), only hked to gamble for 
belts. The guards thai stopped them 
st a rnain gate were taken in - what 
could they lose but the* bens? inside 



ihe guardhouse Mandrel tost enough 
10 keep the game going, until Cross 
had collected aft the guards' belts. 
Then he, J«t and Mandrel made a drve 
for the street side-door, and escaped 
as the surprised guards tripped over 
their collapsing trousers. 

Cross, Mandrel and Jin took shaft* 
m the poorest quarter ol Kebwob. a 

Starronsed by the fearsome Impe- 
Guards, Wgarra's bluntest 
weapon of oppression. But their pre- 
sence was hard to hide and soon 
enough VBgane's guards found them. 
They were searching for the taB one' 
who was requted to watch the ' here- 
tics' being purified in the great 
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turning. The mown itus created he 
used lo ampWy the virus in htssysTern 
and provided power to bum through 
!t*efope U snapped, phjogmgihor car 
a tew feet through the ftonfy wooden 
roof of a house. But the guards ptum- 
meied much further, down into the 
crowded streets beta*, end were 

tort day Cross. Jin and Mandrel 
made the* way. disguised as locals, 
toward the great Cathedral for the 
■puftf(c*tlon , Mfsmofiy, Thwr firat 
sight of Viigarre was of a darkened 
figure in the Imperial Box, listening as 
the High Priest intoned ritual words. 
Huddled together near the high altar 
stood the "heretics' - Arcadia's 
remaining passengers - await mg (he* 
sacrrfes. Cross stepped forward and 
challenged Vilgane to stop the cere- 
mony. 

Astonished sience men hrs demand- 
Then the High Priest protested the 
sacrilege. But for a moment VHgarra 
re ma ined silent - he had what he 
wanted - the man who could make or 
find him a Starstup, 

Take htm 1 ' he ordered the guards 
The nearest man attached, sabre 
drawn But Cross merely caught the 
weapon by Ks blade, and forced the 
amazed, than lemfied guard down to 
the ground. Cross's hand showed no 
sign of lacerations from the razor sharp 
sword, and hts ferocity queaed any 
further enthusiasm to approach hum. 
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kkcksdeep Thetno wwe 
means of getting across when. 
denty, natives held aloft on hang glid- 
ers attacked them 
With hts computer-ffie Instincts for 

edging distance and spaed. Cross 
pt down onto the nearest assailant, 
knocked rum from rug perch and then 
glided round frightening off the 
remaning attackers Lower down the 
chasm Cross landed arai discovered 
the natives" YiNage dinging to vertical 



Again he turned io the despot and 
demanded that Viigarre grve him back 
his people, Viigarre sensed a deal 
would have to be struck - a starship in 
return for the heretics' The bargain 
would be easy enough to break later. 

In his caste. Viigarre, having heard 
of their discovery of the old hulks in the 
desert, loid Cross of more relics which 
he might vtsfl. He ic+d them that they 
were to be found in the Burning Lands, 
a place from which few men had 
emerged alive. And he gave Cross 30 
days to return, with a space ship - 
otherwise the Arcadia '• passengers 
would all die. 

With no other options open. Cross. 
Jm and Mandrel sat off on mounts 
supplied by Viigarre tor the Burning 
Lands. Whan they had depart od.\rt ■ 
garo descended to the depths of fns 
castle toa waken Karnan, en immortal. 
old beyond measure, wrecked. 
enskrned In evil and bound to Viigarre 
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by arcane Was- Viigane ordered Kar- 
rian to fouow Cross, watch him , and be 
ready to kl al three when the nght 
momeni arrived and a working space 
she had been discovered. 

Deep in the post-nudeai Burning 
Lands. Mandrel was startled when 
Cross totd him they were looking for 
usable fuel cells, not a space ship Vii- 
garre already had the starship within 
hus grasp. Cross explained, only the 
despot dtdn't realise if. Cross would 
Say no more and Jin's pre-occupa- 
t ions were with the evil she sensed la- 
lowing them, 

They came to a lemtykig gorge 20 



rocks- It was unnaturally quiet though, 
something had slain aJ *s inhabitants. 
Joining him. Jm sensed (hat the evil 
thing tolQwrie them had done the kil- 
ling Cross discovered a SSilwing, big 
enough to cany the three ol them, and 
mounting it. they headed tor the oppo- 
site side of the gorge. 

Once safely down, the explorers 
continued on foot, taking occasional 
rests It was during one such stop thai 
they were StartJed by an ancient 
cowled figure apprcaching. offering to 
gudethem. Jm urged Cross to ignore 
it. knowing that this was the evil pre- 
serKe the sensed had been following 
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them. Bui Cross was prepared to 
accept the thing's guidance on hrs 
own terms and was aeying so when the 
creature was rocked Oy four cross- 
bow bofls thudding home m its ehest 
The kjBer was Jin . . , 

Her actions made MandreH angry. 
She* only hpf^ of a guide was dead. 
butJm was ynrepeniant: the creature, 
she said, was a monster with only 
death in its mind - theirs. 

During the next day the three seek- 
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msy came across a hangar bay 
packed with the essential fuel cefs 
Cross had bean hoping to And- And 
they also discovered i liter, old but 
wafcng to be used. With the fuel 
ta tidsd, Cross p o w ered tip tha v ahl cJo ' 
and flew tat, bach toward* the gravity 
worte* in an attempt Id escape the 



era amved at the edge of a vast. Hal 



port. 

At rui speed , to overcome tedown- 
ward force, the veWde hurtled ai it. 
through the sharp bend and up But 
something was coming down, some- 
thing hideous and - splat. The re-ani- 
mated body oi Kaman was smeared 
over the flier's windshield Totheif hor- 
ror the ruined figure started speaking, 
Lellng them that nothing could WlKar- 
nan, it was he who brought he fnend 
death to others 

The tlwr hurtled up out of the gravity 
vortex with Kaman mcred*rv si* 
dinging to Ms windshield But before 
the monster could start dewing hria 
way in at ihern. Cross handed control 
over to Mandrel, end clambered out- 
side to engage Kaman m a scrabbling 
fight. 

By this time the flier's speed had 
earned them back over the city of Keb- 
wob. Cross and Kaman battled, pn> 
canousrypoffiedontherMtof the 
craft, high above the spider web of 
street*- Croat caught his opponent off 
ba l a nce , butcftTgngto Cross. Kaman 
puled him over vie edge so that they 
both tumbled towards the ground 

Mandrel* put the flier into a steep 
dive and screamed down alter Cross, 
matching speed with hta falling, mass. 
so that >r> could reach out and puHhim 
in. They just managed m time belore 
Mandred had to pull out of the dive to 
avoid the ground. 

Back aboard, Cross ordered Man* 
dreii straight to the towering Cathed 
ral, and in through its. massive doors 
The 1W stooped al the high altar and. 
getting out. Cross told Jin to load fuel 
cells into the 'sacrrfice' chamber, 
where he was sure they would fit per* 
tatty into slots prodded. Meenwnik? 
he aftad a stone slab off the altar tap to 
level a complex of controls beneath. 
The Cathedral ftatf wee vtflem'e 




As incompleted her task. Vtkjarre 
arrived with guards and the Arcadia's 

survivors The despot was fundus. He 
wanted a space ship and Cross had 
brought him a frying can. Smiling 
griniry. Cross pressed a control when 
caused devices al over the Cathedral 
to glow and crackle with power. W- 
garrs's guards started fleeing in terror 
belore their Gods' wrath, 

Amdst the growing panic, a ternfy- 
ing voce cned out to Cross. It was Kar- 
rtan and he had unfinished busi- 
ngs . 

Vrigarre had his sue of up, his dream 
of empires m the sky was nearly 
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realised -only Cross stood in his way 
H* shouted at Karran, Ming Nm to 
take Cross and his companions, and 

having killed them, he would grant Kar- 
nan It* obimon ihe creature craved 

As they struggled Cross told Kan «n 
thai Vlkjarte tod. that onty he. Cross. 
caM reefy provide Kaman with pain- 
less oWnrton. 

Kaman sensed the truth in Cross, 
and turned on Ins master. Grabbing Jm 
viciously round the throat VUgafre 
puHed the girt before rum as a shrekl 



But Kaman lashed out. Knocked her 
askle unconscious, end grasped v.l- 
garre in a death hold The despot had 

Tricked Nm aa along, used him m their 
obscene bargain as a bmgerot death 
to VilgaiTe 's opponents Now he killed 
Wgarre. thrusting a sabre blade clean 
through the ruler oiKebwob 

Cross kept his bargain, and Bent 
Kaman into the ship's anti-matter 
drive tieW, where the creature's atoms 
were pamtessty Battered across a mil- 
lion unrverses.maldng it impoSSWe lor 



Earner, Cross had discovered the 
ships firing control was situated out- 
StOatna) oamacrai . ne preset trie 
hyperspetiaJ co-ordinates tor Earth 

while Mandrefl tried persuading him to 



remain with them. But Cross was still 
more machine than man, and he fett 
tteneedtobeameciweegain .. . 

■ " ! the Arcadia's remaining pass- 
engers inside. Cross worft lo th& 
nearby building where lay the ignition 
control, remotely seated ship's doors 
and set it for iske ott Wrthin the vessel 
Jin recovered consciousness and 
raised ihat she had lost doss 

As ihe greet star ship strened to 
reach the sky. the saty dutter of bits 
and pieces that had been budt on lo 
her over aeons leH awsy The mighty 
vessel powered oft up inlo the sky l*e 
a thunderstorm, consuming wicked 
Kabwob in the fire o\ its leaving. 

From the names Crosa strode away 
into the landscape, se a rch i n g hucom- 
poneni parts, s man's soul, virus and 
computer brain, l*s mission as Officer 
Cross completed. High one spike o* 
rock, far from anywhere, the Terminal 
Man dashed - , 
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Long, long ago (We're talking the sort of 
time when Ah Diddums was i n its hey-day 
and tong before this particular Comps 
Mmion was even a twinkle in Mummy 
Minion's broom) a rather strange com- 
puting magazine appeared on the news 
shelves one wet January morning. Even 
Stranger was the name - CbaSh A 
magazine dedicated to assessing the 
latest games, it made other magazines 
laugh. 'Ha ha!' cried they, 'a mag that 
spends most of its time talking about 
games - give it a few issues and it'll die'. 

Anyway, enough of the pretentious ' lit- 
tle would they realise . , . ' historical style. 
40 issues under our proverbial belts and 
CRASH is currently the biggest selling 
computer magazine in Britain, But what 
ever happened to the fabled Issue One 7 
It sold out at the time, and such back 
numbers as Aggie had in stock, disap- 
peared a few months later. There isn't 
even a copy floating aBout the office, and 
hardly anyone at NewsField Towers has 
an idea what Issue One looked like - Until 
now. 

Through the kindness of a CRASH 
reader (who wishes to remain anonym- 
ous), we've obtained one of the last sur- 
viving copes of Issue One. The reader 
sent us hisentire collection from No. 1 to 
No. 39 to be used as a prize. Of course, 
some of the earlier issues are a tiny bit 
'used', but on the whole it's m excellent 
condition. 

Not only that, but we've tucked them 
away in three brand new CRASH Binders 
- and someone is going, to win the lot! 
Whoever ii is will be winning over E50 
worth of CRASH memorabilia for the 
price of a stamp! 

Simply hunt out alt the names in the 
wor dsquare of the people who have 
worked on CRASH over the last three 
years, and pop your solution in the post 
to ONE WANTS ONE COMP, CRASH, 
PO BOX 10. LUDLOW, SHROPSHIRE 
SV8 10B to arrive hare by 28 May latest 
First out of the bag wins. You can send in 
a photocopy if you don't want to cut up 
your magazine. 
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